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How nux ay t iiB*£ have you h&azd t Jaac oim betoref 



Right! 


[Usually right before you're about to give something, and receive nothing in 


return!] Well, we're about to change all that. Nintendo Power Magazine 


is going to reward you for giving a great gift to 



Turn the page to find out how! 


















Happy Holidays l You've just been given a one-year 
subscription to Nintendo Power magazine, the #2 
of Nintendo gaming tips and tricks I 


That's 13 issues [one svezy month] of Nintendo Power magazine, beginning 
with the January 1997 Bonus Issue, e Super Power Supplies Catalog, 
Collectible Character Trading Cards, and Super Powar Stamps which you can 
spend on Super Power Suppliesl 


from: _ 

[Your generoue and thoughtful friend and fellow Nintendo gamerJ] 

- f ei i.* e . •- * - . . . . _ . 




Here's how Nintendo Power makes it better to 
ffive than receive . Give a one-year Nintendo Power 
subscription to a friend at the regular price ($ 19 , 95 ), 


then you can get a subscription for 


iust $n 


c$7 Canadian funds; and you'll get a FREE DKC3 Player's 
Guide/ Fill out the card and send it in now! 

OR ca i I him 1 - 800 - 255 - 37 ( 11 ) 

/ Ask for offer #2644 for subscription with oift Ask for offei #2545 tor subscription without grft 

o older your subscription now with VISA oi MosterCerd call 1 S00-255 3700 Mon Set 6 a m to 9 p m Pecific Standard Time (PSD 
SundeysC am to 7 p m (Thf Nintendo representative will need to speek with thp person whose nemc appears on the cerd) 




<Wi&in;ii^iti?iV Hi;ieii3» #2642 

I- Y&5 ! I want to GIVE someone 12 issues of Nintendo Power, for $19951S 
funds, PLUS order my own one-year subscnption for just $5, AND my FREE DKC3 
Player's Guide for a total of $24 95 95 Canadian fundsii* 


SUBSCRIPTION WITHOUT GIFf' 


#2643 

YeS J I want 1 year [12 issues] of Nintendo Power PLUS my FREE 0KC3 
Players Guide for $19 95 U S funds <sz7 ss Canadian funds)'* 

•Pnws listed include til tpplicaWe taxes PIbbb allow 4-6 weeks foi delivery Gilt subscriptions start with the 1st 
1997 issue unless leciivno offer 12/37/96 01 oidei is»renewal 

Enclose this older form with yooi payment or credit card jnlonraftion in a stamped s nvalope and mail to 

Nintendo Power® 

P.O. Box 97043 
Redmond, WA 98073-9743 

Car.adi^n residents rtmtmbK to use an international postage stamp 

I'm paying for this membership by (check ont) □ Check or Money Order DVISA □ MasterCard 

If paying by check please make check payed!* to Nintendo [please don t staple youi payment to tbt order form 
end please do npt send cash Sending cash will hold up piccessmg ol your oidai | 


MBR# 


|lts tv member# n«t to youi name on the address lab*! on you - iragsii*) 

Send MY subscnption and Player's Guide to 



Send MY FRIENDS subscription to {Name end iddiess must bediffeient then »bow,) 

mbr# H I 1 I I I l-Q 





































































Lucky you I Nintendo Powfcf tu offering 

an axtr& COOL holiday special. Give 3 ons-yssr 


$19.95*, and you can get yourself a subscription 
for a mere five bucks! [That's s whole year of 
Nintendo Power for the price of a single issue at 
the newsstand!] And, for being such a generous parson, 
we'll sand you a FREE Donkey Kong Country 3 Player's 
Guide—an $11 velum I [Which you can give ss s gift, 
or kssp for yourself—we won't tell.J 


Then you and your friend will enjoy the insids 


that 


Nintendo Power is known for . Stuff like tips and tricks • Maps and moves • 
Secret codes and strategies. Both of you will get the latest news about 


NINTENDO 64® —the newest/ most exciting 


game system ever crested. 


And sll the previews end reviews of 
for Super NES and Game Boy. 


Just call 1-800-255-3700 to subscribe • Or send in 
the order card. Don't wait/ if you miss this offer, you'll 
have to give your friend s slice of Aunt Helen's Fruit 



Cake. And you can't afford that kind of mistake! 











STRIKES! 


Arc you ready 
for the Gold rush 
of 6H? Nintendo 
Power diqs deep 
into the vein of 
Kl Gold with ten 
paqes of strateqies 
and special 
i. insights from 





rfijl 








nniti«j Onsriftendtt NintendoPowerbnng 
of the completid N64 adventure from Luc; 


speeaers to riying 3 jet pack tnrougnBODareit scany 
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Star Wars: Shadows 
of the Empire 


Killer Instinct Gold 
Wayne Gretzky’s 3D Hockey 
NBA Hangtime 
DKC 3: Dixie Kong's Double 



an 




m 



m 



ihep • s anoaidinspoitsi 
Wayne Gretzky's 3D Hockey, for t 
expanded sports coverage puts yi 
pages of intense training 


Nbi Powai 


^ way rocked the arcades with NBA Hengtime 
Now Power's specia' sports coverage ives you 
theb‘‘«s^ t matchups so you cant *± h P 




*«\ow isomer 
fcia^lWedlTffftrtTiation 
ftNUtr 

Now Playing 
Pak Watch 
Players Poll Gon^ ’ 
Next Issue 
Game List . 


Wayne Gretzky’s 3D Hockey 


Trouble Part 2 
Ultimate Mortal Kbmbat 3 
Marvel Super Heroes: 

War of i ‘'K 




















Wave Race 64 and Wayne Gretzky’s 3D Hockey 
are giving you your first taste of multi-player 
action for the N64. So t is humiliating your oppo¬ 
nents with a handstand or a hat trick as much 
fun as exploring the Princess’s Castle? 



Burnt Offerings 

For the last few months I've 
been mourning the death of 
a "family member." Back in 
July our family stove caught 
on fire and took out almost 
the whole house including 
toys, clothes, TVs and my 
poor Super Nintendo and 
games I kept asking for 
someone to tell me I was 
dreaming but I wasn't After 
a couple of days we 
returned to the house to see 
what we could salvage out 
of the burned up house The 
first place I headed for was 
my room. Everything was 
gone Then I saw my Super 
It too was charred black and 

melted 
along 
with all 
my 

games 
except 
Act- 
Raiser 
and 
Super 
Mario 
World, 
which 
were 
only 


^medium, rare Anyway^, 
when we returned tty rrjy 
uncle's house where vwfe 
were'staying^tried out the 
two gamesU -popped in th 
grayish black game and 
switched on 
screen stayed bl 
of a suddep i heard that 
familiar ping, oh glory Hala 
Luyat MARIO JIVES'! And 
-the same was true for/ 
ActRalser, thank'* r "* 7 \ At 
[east two games got saved 
even though I lost my Super 
I just wanted to ask do you 
think that my Super 
Nintendo and games went 
to heaven? I hope so 

foe Harrison 
St Manitowoc , Wisconsin 

J'm not sure abgut heaWn, i 

fne and 
pafe have 

definitely gone”to a better 1 

"'" a N 'V * * 

Ulhdts (Mh Uib Daper Paes* 

Who cares about these old 
games like Pac Man? Why 

should we be 
wasting our 
money on 
games that 
our parents 
played when 


they were in dia- ^ / 
rs? Who buys these 
games ajfyways? \ don't 
think that game makers 
should be waistfng their 
mei and money. 1 ,say that 
we should take theseTcmds 

\ M J 4 

^f games 6ff the market and 
start working on the future 1 
Andrew Connoiiy 
via America Online 

What d'ya mean 
carets Why; if 
games like Pac-MAn, 
Defender, Joust, Donkety,/ 
Kong, etc, hadn't re % lu- 


1 t\ n wcfeo 
I * dkfll on 
ay i ‘<T Analogy 
We'd probably dll be pt- 
mg board 4 n?es right li w* 


(Uhdt d Deafl 

September 29th was defi¬ 
nitely the biggest day of the 
decade! Whlie everybody 
was. anxiously purchasing 

their N 64s my brother was 

• 

anxiously purchasing the 
regular NES 1 ! He came 
home so happy because he 
got it for 8 bucks! My bro. 
says the N'ES is the system 
with all the RPGs and his 
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favorite RFC* \ 
are the Dragoh 
vyarrior,series -1 

r%4^W 

/jdjraijj old fashj 
ioped kid I guess 


'araz Dannells 1 
Tacoma, 
Washington 


NINTENDO* 


POWER 


Nathan La 

Pi<uho.tkn» 

MachSka 


Kim L 


David Wharton 
Van William ■ 


YbMshl Or/mo 


VIIFSUW 


Katsuyuk! Amnnumn 
Sarjfn Morris 
Rttmuka Yhmnjl 
Hiroshi /Vafc«? 
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Tim AmA 
J/m Ca 
Karl Oechi 
Billy Noland 
Michael UrzHeb 


Howard 

Peter Main 
Geoff Rain 


Hunt Miller 
Terry Munsun 
Paul Shlnodo 


f'.jrt nltirrnfj Wrfl*- 

7 am Wharton 


E‘JHr*rtal 


Juana 


nmrafat 
Chris C 


M, Arnkawa 


r<ttlor-lrvtWcf 

Gull TUden 


l f rtNhjrrr 

Yashin Tsubatke 


^■nrpr («HT 

Leslie Swmn 


Brmir mtuv^WM 

Bun Owscm 
Scott Pelland 


flloon matching 

J am >n North Carolina and 
at this very momentjR arrr in 
Hurricane Ffan!;I>bjffir 
have lost 6 trees). I am ]z 
bummed out, because J 
can't play my Super NES 
The power just went out so 
I am writing yoif by candle¬ 
light. Neat huh? I was won¬ 
dering how you guys 
choosy the envelopes for 
display in the magazines? I 
send in tons of envelopes 
but they have neyer been 
published IjW^ntetMo 
knb\)y,why?Twasalso ,y 
wondering if any Sailor 
Moon games from japan 
would be published on the 
SNES or N64. Ahhhh 1 
There goes another tree! 
Sorry, i have to go change 
my shorts now! 

Georgia Wall 
Wake Forest, North 
Carolina 


Whoa, keep 
your shorts on Georgia 1 We 
Wt*re just getting around to 
^ '2\ pprtt!hg one of your 

nvelopesWe get so many 
eachmonth that it's easy to 
pass over some good ones . 

s for the Sailor Moon 
gjmes, there are no plans 
fpf a North American debut 
M* J 

Shogi Anyone? 

I saw a review for a game in 
Japan that was like a 
Japanese chess game but 
then I was disappointed to 
see it wouldn’t come out in 
the U.S A. J would be will¬ 
ing to learn to play it and 
have fun and 1 bet so would 
other- people, so why not 
release it m the U S.? 

Michael Drucker 
Coral Springs, Florida 


- Jhe game you saw ts Shogi 
for the Japanese N64 The 
reason why it, and many 
other games, never made a 
N. American appearance is 

same rea- 
why 


caught 
in India 


c -, 













Bolstered by strong votes from the Pros, Donkey Kong Country 3 cracks 
the number one position on the Super NES Top 20 Now that the 
Nintendo 64 is out, we're opening the floodgates to everyone's vote for 
their favorite titles. Be sure to let us know what N64 title is your fave by 
placing your vote on the Player's Poll Response card and mailing it m 1 



O DONUT KONG COUNTRY 3: 

Dim KONG'S DOUBLE TBOmt ■ 


Nintendo 


O SUPER MARIO RPG 

i 

Nintendo 

■ 

1 

: 8 

© TEWS ATTACK 

: Nintendo 

■ 

3 

■ s 

4 TNE LEGEND OF ZEIOA: 

A LINK TO TNE PAST 

■ 

■ 

■ 

i 

. Nintendo 

i 

' 5 

■ 

■ 

■ 

S3 

S SUPER MARIO WORLO 2: 
YOSNl'S ISLAND 

Nintendo 

) 

. 8 

a 

14 

6 C HRONO TRIGGER 

Squore 

■■ 4 

► 

17 

7 DONKEY KONG COUNTRY 2: 
DIDDY’S KONG QUEST \ 

; Nintendo 

) 

■ 

■ 

14 

♦ 

8 FINAL FANTASY 111 

Squore 

i / 

1 

24 

9 KEN GRIFFEY JR'S 
WINNING RUN 

; 

• 

■ 

1 Nintendo 9 

► • 

• 

■ 

: 6 

■ 

10 SUPER METR0I0 ; Nintendo 11 

32 

11 OONKEY KONG COUNTRY ' Nintendo | 13 

26 

12 SUPER MARIO KART ‘ Nintendo ’ 12 

.44 

i 

13 LUFIA11 ■■ Notsume 16 

: 3 

14 EARTNBOUND Nintendo 

- 

16 

15 FINAL FANTASY II ; Squore 

- 

13 

16 ULTIMATE MORTAL 
K0M8AT 3 

Midway 

m 

■ 

i 

■ 

; i 

17 KILLER INSTINCT 

Nintendo 

8 

: 18 
■ 

18 EARTHWORM JIM 11 

Playmotes 

17 

14 

19 NNL '97 

8lock Peori 

- 

: I 

20 MORTAUjkJm 

^Midway 

14 

; 13 


NES 


MOVIE GAMES 


According our latest Player s Poll information, many of our 
reapers am avid movie goers who own several titles based on 
maims. We combed the deta from our Player's Poll Contest 
entries to come up with e list of your cerrent favorite Super 
NES games based on movies. 


1. TOY STORY 

2. BATMAN FOREVER 

3. JURASSIC PARK 2 

4. ADDAMS FAMILY VALUES 

5. TRUE LIES 




inniiuicnuu t>4 

2. SUPER MARIO 64 (N64) 

3. LEGEND OF ZELDA 64 (N64) 

4. GAME BOY POCKFT 

5. MARIO KART 64 (N64) 

6. MORTAL KOMBAT TRILOGY (N64) 

7. DRAGON QUEST VI (SUPER NES) 
8. X-BAND (SUPER NES) 

9. VIRTUAL BOY 
10. STAR WARS* SHADOWS OF 
THE EMPIRE (N64) a 


GAMEBoriGPtt 



^ GAM 

COMPANY 

usr 

nmrrt 

Monm Mi 

CHAM 

O TNE LEGEND OF ZELDA: 

■ 

■ 


♦ 


LINK’S AWAKENING 

Nintendo . 

1 

. 44 

Q OONKEY KONG LAND 2 

Nintendo 

2 

\ 4 

© TETRIS 

Nintendo 

7 

‘ 49 

a 

4 

METR01011: Rirm of sums 

Nintendo 

6 

60 

S 

WARIO LAND: sum mm urn 3 

Nintendo 

8 

28 

6 

KIRBY’S DREAM LAND 2 

Nintendo 

10 

nr 

7 

TETRIS ATTACK 

Nintendo 

4 

■ 

4 

8 

DONKEY KONGLANO 

Nintendo 

3 

23 

9 

ASTEROIOS/MISSILE CDMMANO 

Williams 

- 

1 

10 

OEFENOER/JOUST 

Willioms 

- 

1 



GAME 


COMPANY 


mi 

turn 


MCtllHi UN 

mu 


O SUPER MARIO 64 

Nintendo 

1 

; 3 

2 

STAR WARS: shadows of the empire Nintendo 

3 

; 3 

3 

WAVE RACE 64 

Nintendo 

2 

. 3 

4 

KILLER INSTINCT GOLD 

Nintendo 

- 

1 

S 

PILOT WINGS 64 

Nintendo 

4 

■ 

• 3 
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NINTENDO POWER 



































































We Uaue liftoff!! 


Prerecorded Gums Tips and 
Future Product Information 

Nowsahuat recant rotaaatciiiiiiific&ntiHj 
namaoi far all Nintendo «y»t«iro Hoi|i far 
any Sapar Mariu rjauia far tba NV4, Slipnr 
NES aad NES, any ZaMa 94mt, FilotWinfla 
54, Ufio 2, Chraaa Twjjar, Sacrat af 
Evermore, Breath of Fire, Braath of Firo 2* 
Final Fantasy 3, EarthSau*!, illusion af 
Gala, Donkey Kon& Country, Donkey Kong 
Country 2, Dankoy Kong Lend, Supar 
Matroid, Killar Instinct, Mortal Komhat II. 
Mortal Kombot 3, Ultimata Mortal Komhat 3 
and Super Punch-Detll 

This call may bo tens diatanca, m ha aara 
to oat permtieien from whotnmr pays tha 
- — phoneWU bofore yuu call. 


>DLar//K)J 


Nintendo Power Source 
on America [Inline 

To sfflil «p! 1-800-BZ7-B364, Ext 12306 
To access the Sauice; Keyword NINTENDO 

Nmteeda FaworMthe Intarnct: 

WWW.NINTENDO.COM 
e-moil: nintflndo@nintenclo.com 
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i-Boa-e&s^ioa 

d-aao-4ee-4EBi todi 

6 a.m-9 pm Pacific tuna, 
Monday-Satartlay 
5 a.m.-7 p m Sunday 
Freach- and Spanish-speaking 
roproaantativea arc available. 

i .*‘ 

TALK TOA 
GAME I 
COUN SELOR 

1-900-safe W&27 

u.5« asr per mhap£ 


1-900-45 

Canada *1.85 


(1-HDS-BB3-! 


6*.m.-9pm Pacific*!**, 
Manday-Saturritty 
6 a,m.-7 jun. Sunday 
Callarsandcr nge iSncaritoiib 
parental permisarnTtocntl- 


LETTLM, (OHTMU-ED... 


WRITE AWAY RIGHT AWAY! 

This month's Star Wars comic is the third Installment of the 
five-part series. What do you think of It? Should Nintendo 

Power have comics on a regular basis? 

NINTENDO POWER PLAYER'S PULSE 

P.O. BOX 37033 
REDMOND. WA 98073-9733 
E-mail: noapulse@nlntenda.com 


Comic Crazy 

I am writing in response to 
the question in Volume 89 
of Nintendo Power J think 
it's great that you have put 
this 3 part series Star Wars: 
Shadows of the Empire 
Comic into Nintendo Power. 
The day 1 got my Power, I 
flipped through it and came 
to page 24,;where the comic 
was at. As soon as I saw it I 
immediately r6ad it Jt was 
great! Now 1 can't wait for 
the next issue to see what 
happens to Luke Skywalker 
and Han Solo. Keep if up 
your mag beats them alt! 

Melinda Mallenthin 
Gillespie, Illinois 

"Awesome" Qualities 

Hello Nintendo I I LOVE my 
Fun Machine! The N64 (and 
controller) really is an amaz¬ 
ing device. I'm very pleased 
with its surprisingly compact 
design. An overused term 
these days is "awesome 11 - 
but this is exactly what your 
system and first two games 
are Nintendo took the nec¬ 
essary time to research and 
develop this machine, 
choosing not to rush it in 
order to be first “out of the 
gate" Now's the payoff* It is 
apparent that equal care 
went into Super Mario 64 
and Pilotwings 64, and I 
encourage you to continue 
this unrushed “quality over 
quantity" approach. It pro¬ 
duces gaming experiences to 
savor 

Mike Costello 
Lawreneeville, Georgia 


Fxpedant Nintendo 64 owners line up at the Toys R Us in 
Raritan, New Jersey, on launch day Finally, after years of 
watching and waiting for the dream to become a reality, r, 
the Nintendo 64 hit stands September 29th in grand fash¬ 
ion In a mere three days, more than 350,000 systems 
were vacuumed up by frenzied Nintendo fans across 
North Amenca, N64s flew off the. shelves so fast, in jac| 
that the N64 sold more units in one day than the Sega 
Saturn sold in 32 weeks and the Sony Play-station sold in 
13 weeks following their respective launches^* ■■■ ' 


RhOnda 

v. 

'*handedJy make all the 
gamers of the world come to 
realize that the Super NES 
should never be forgotten 
Super Mano World 3 - the 
definitive 16 bit action game. 
This is the way the Super 
NES should be remembered 

Brandan Lennox 
via the Internet 


k 

IDanofllagic One (flore lime 

Before all attention shifts to 
Nintendo 64, one final, most 
excellent Mario game should 
be produced for the Super 
NES A beautiful game that 
would use the 3/4 view and 
rendered graphics found in 
Super Mario RPC. An enlight¬ 
ened game that would single- 
















Killer Instinct 
Gold, the next 


your Nintendo 


-1994 1995.1996 Nmtendo/Ram 
TM and CD are trademarke of 
Nintendo of America Inc. 

1996 Nintendo of America Inc. 










KILLER INSTINCT GOLD 






OO Wolf Castle OMK Museum 

OOP Bridge OMK Spied Ship 

|OQK Stoaahenge OFP Spore Ship 

gQK Dojo OFP Street 

jjAP Jutgle OFK Helipad 

Deegeoe 

OMK (Both Players) Sky Stage 


PROM THE 


A 


kver since the ominous voice in the original Killer Instinct announced "Coming to your 
home..." fighting game fans have anxiously awaited the 64-bit version of Kl. Although 
the Super NFS conversion temporarily satisfied the Kl fan's appetite for destruction, it 
really was only an appetizer for the main course: Kl GOLD l 


The most frequently asked question about Killer Instinct Gold is: "What's new?" The 
answer: TONSl Most obvious are the graphic enhancements, but there are also many 
additions to the game that will become apparent to the dedicated player. 


3-D Batlypmls! The programmer 

of Kl Cold have used the 3-0 capability 
of the Nintendo 64 to create 3-D version 
of the different arenas. The view zoom 
in and out and even rotates around thi 
fight as the duel progresses. Virtual! 1 
every arena also has some 3-D objec 
that the fighters can actually interne 
with. Destroying these object 
won't damage your charac 
ter, but they add to the 
excitement of the fight 
and are just one example 
of the spectacular graph¬ 
ics in the game. 




Camera 


With the Aerial 


■^Aerial 

f Cairu*a option turned on, you will get a 
^zoomed out view on the fight, just like 


MASTERS 


when the two opponents were far from 
each other in Chief Thunder's stage in the 
original game The camera will zoom in 
during dramatic moments in the battle, 
for example, for an Ultra Combo. The 
Aerial Camera gives you the best view of 

each arena, and 
we've provided the 
Stage Select codes 


below so you can 
check them out. 
in the arcade game, 
you need to do 
code on the 
player VS 


*5 


r 


& 




U * 


3 


Ken lobb, Ni-flrnclo's De- 
selopmjnt -Tritl Evaluation 
Manift t, has k_en in ol\ ed 
with the Killer InritirnH series 
from *»...• start. Wi»rl4ig with 
the dcv. fopnwnft «am at 
tore (<*i < ntnlmted a 

lot t© the gair .’I design and 
is or# -if the «n#s mo*t 
outspoken support* 
According to K*n SKl Cold is 
much deeper fifing the origi¬ 
nal Killer instinct game: 
'The febihW j' Jn fs easiar 
la icqjlrr |n> Hows for 
tiiMLPandk of <sow4i®s per 
character. TV t so titering 
system it n jch mo^e bal¬ 
anced, making Kl Gold 
more of a drinking player's 
fighting game. There are 
no unbeatable non-super 
moves in the game Every 
regular and special move 
can be countered by some¬ 
thing. This leads to fights 
among good players which 
involve a lot of mind games. 
These are just two of MANY 
improvements to the origi¬ 
nal Kl game, in my opinion, 
it is the most balanced; most 
strategic, and most fun 
fighting game available. * 


NINTCNDI 






During the course of development of Killer Instinct, the devel- 
opers at Rare have fine tuned the game's engine into a mean, 
lean fighting machine. Somewhat paradoxically, although a 
great K! player can now counter almost any move, he can also 


put together nearly unbreakable Combos. As you grow in 
skill, the battle of wits between you and your opponent esca¬ 
lates with more poweriiil Super Moves and quicker, nearly 
unbreakable Combos! 



Cold adds Manual-Doubles to the Auto-Double system. The 
difference between the two is in timing. Auto-Doubles are 
done with jump-in hits, while Manual-Doubles are started 
with a standing Fierce Kick or Punch and followed up with 
a Medium Kick or Punch. A Manual-Double will make your 
Combos much harder to break. 




Pressure Moves-: 


Each character has a Pressure Move that is 
designed to be performed on a blocking opponent. Performing Pressure Moves on a blocking 
opponent will fill your Super Bar. If you manage to hit with a Pressure Move, you can follow 
it with a Super Linker or Super 
Finisher for a nearly unbreakable 
Combo! Any Combo involving a 
Pressure Move will also fill up your 
Super Bar quickly. 


Open with e Pressure Move 
Howard end FKfor Sabrewulf), 
go to Sabre Wheel end then End 
Specie! 5 (Feke Sabre Howl) for 
e cool Manuel Brutal Jiggle 
Combo! 



Sups ; 1 li 


Super Linker into your Combo sequence, not only will it 
greatly reduce the chance that your Combo will he bro¬ 
ken, it will also do five hits of damage instead of the 
usual one As any experienced Kl player knows. Linkers 
will extend your Combo sequence, allowing you to con¬ 
tinue the Combo with another Auto-Double or an End 
Special. You need three Super Bar Blocks to execute 
Super Linkers. 



tion to the Killer Instinct 
series, and you can turn 
them off in the Options 
menu. Throws can he 
effective against the 
dreaded turtle and can 
be worked into Combos. 

Although they don't do much damage, and they can he 
countered, they can also open up the defensive opponent to 
a good Combo attack. Not every character can Throw. 



Jugg! 

Juggles are a good way to 
get in a few extra hits at 
the end of a combo. Many 
Super Moves, when used 
as finishes, will knock your 
foe into the air to be 
juggled. Juggle hits 
don't add a lot of dam¬ 
age to your Combo, but 
they do look cool! 


mmoo power 
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Rate Ltd. is understandably 
proud ojf Killer Instinct 
Gold. From a design, 

graphic*, and fro t-amming 
standpoint, the ,,iime sols 
theWtoiNd f v N64 fight¬ 
ing f iibn*. When Resigning 
Killtr luatincf t.old, the 
designer** nrsif -concern 
was Jmprryirw oh the origi¬ 
nal Killer In linCt without 
imputing th. playability ot 
the pi je .noth goal was 
to gjvjj RieApI ** mar.: 
freedom wlen putting 
together C Jpr let. The 
result is a more fi&r, more 
pl^yaWe version of Kl. At 
first H may seem that so mi- 
characters are more power 
fill than others, but In reali¬ 
ty all the characters have 
equal abilities. This may not 
be obvious, however, until 
the player has mastered 
every one of the characters. 
Some fighters, such as 
Sabrewulf, Km Wu and 
Orchid, are more accessible 
to the novice player, while 
characters sudi as Tusk, 
Spinal and Fulgore are 

mnrp rflffimlt tn m^ipr 


In Kl Gold, the Training Mode allows 
you to loam and practice every fighter's 
Special Moves, Combos, and Combo 
Breakers. The sensei will demonstrate 
the move you are supposed to learn, and 
you will have ten seconds to copy the 
move. Even if you think you have 
already mastered all the moves from the 
arcade version, it's a good idea to run 
through the training course, as this will 
help you learn how to use the slightly 
different timing of the Nintendo 64 con¬ 
troller. This is especially true when using 
the analog Control Stick, which is much 
more sensitive than your average beat- 
up old arcade joystick. You also have the 
option of using the digital Control Pad, 
which will serve you well if you have 
played many other video game fighters. 
As an added bonus, if you complete all 
the training exercises with a fighter, you 
will be rewarded with special uniforms 
for your fighter. These special uniforms 
are badges of honor that show you are a 
true Kl Master! 


NINTENDO 64 








T) Combo used to be a defensive specialist whose charge moves made rt easy to react to an 
opponent's attack, but in Kl Gold, he's one of the best characters for attacking. His coolest new 
move is the Air Tremor, which stuns your opponent if it hits. 


The key to success in Kl Gold, versus the 
CPU or a human, is to mix up your attacks. 
If you do the same attack too many times, 
the computer will counter you. TJ 
Combo's Roller Coaster and Skull 

a 

B . Crusher are good choices to use to 
JL attack the computer. 


The CPU-controlled TJ Combo £ 

seems to favor the Roller Coaster M R 

move, so be prepared to block '%■ 

low. In fact, it is a good poli- / 

cy in general to block low 1 

against TJ Combo, but be 
ready to defend against the Top 
j, Attack, as he will not hesitate to use it! 


The Roller Coaster remains one of TJ Combo's 
best openers. 


|agu was well balanced before, and now he's even better. His new Ninja Slide pro¬ 
vides a way to attack low from a defensive position, and the stall after a Wind Kick 
has been eliminated, so you can use this move with confidence. 


• » Although it doesn't r'iSu, 

register as a Combo, a good move to use 
», against the CPU is a Medium Ninja Slide r 

followed by a Quick Tiger Fury punch. , 

|N Since Jago's moves are now stall-free, * * . 

• % « it's easier to perform them in rapid 
) jPHk succession. As long as you mix 

them up, some are sure to get through the 
* CPU's defenses. 






Thu CPU Jiigo will be one of your tough- 1 
est opponents. His follow-up Auto- t 

Doubles can be predictable. If he opens JR .Ay 
with a kick move, he will usually follow 
with a punch Auto-Double, and vice- 
versa. He will also try to sweep as you 
get up, so use a pop-up move to get up after getting 
knocked down. 


Jago can tight class up or from a distance He likas 
to use long Combos, so know your breakers! 


mmoo power 
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FRO IVI T 


Glacius is a slippery opponent. His Ice Lance is more dangerous than ever 
with its improved range and speed. His Arctic Blast projectile no longer 
bounces and is easier to use. 


Down and FK is a misleading kick • _ WjfjNn 
attack that hits low and makes a .v*? 

good Manual Combo opener with j j f y 

a fierce Liquidize. The Icy Grip is C jn. »—rs 

also a cool new opener that sets — -■———- 

your opponent up for a Ice Lance or Uppercut, but it can 
be difficult to hit with. 


‘Artistic ih iCilL-r IhtfinG 
'Colitis thtiM&st in^netsive 
■Killer Instinct glint so far. 
Keviit£ }1 b», the b id artist 
and designer -Tin tip Killer 
instiftc »erie limed to 
hnprvv* tic graphics 
ov-r |H othdr righting 
games available he 

started oi» kJ t old. Th- 
techno lop%al (background 
gained Foil Donkey Kong 
Count*, Jhd th. origin d 
Killer Inst nci helped him 
create what Ml believes is 
the most imprd: a* lighting 
game ever. Kevin Absorbs 
all sorts of media in search 
of influences for his charac¬ 
ter designs, including films, 
comics,: video games and 
martial arts videos. If 
forced to choose a favorite 
character, Kevin notes 
Glacius, because he uses a 
lot of the special features 
available m Alias. The spe¬ 
cial effects in B. Orchid's 
rooftop arena were another 
favorite part of the game 
to design. / B £ ]r - ■ 


■ If you get too far 

away from the CPU-controlled Glacius, he will start Arctic 

Blasting. You can get into a projec- 

tile duel with him, but he may sur- . 

prise you with a Liquidize. He will *" 

almost always react to a fake fire- — » t l ; - 

ball with a Liquidize, so you can 

use this to fool the CPU. HLiSSiiSi&iiS 


Watch out for Glecius's 
Liquidize attack, espe¬ 
cially it you'ie throwing 
fireballs at him! 


Ultratech's cybernetic soldier returns as a very solid character in Kl 
Gold. His only weakness is that he has only two valid Special Move 
openers, the Cyber Dash and Eye Laser. 


Fulgore's biggest advantage is his _ .j*j 

two ranged attacks: the Laser Storm , i « £0* 

and the Eye Laser. Mix these up 

against a computer opponent. The f BSeSkSjL 

Eye Laser in the air will almost 

always hit a computer foe a couple 

times per fight. Follow up a hit with his Pressure Move (Back 

and FP) with a Cyber Dash for a Manual Triple Combo. 


Light up your appoe 
from afar with tne • 
improved Eye Laserl 


The CPU Fulgore will make lib¬ 
eral use of its two ranged 
attacks. Your best bet is to stay 
dose to him and be ready to 
counter his Cyber Dash and 
other attacks. CPU Fulgore will 
also become invisible when his 
life bar is low. 


4 





Sabrewulf is one of the best characters in the game for a beginning player. Almost all of his moves are 
"Back-Toward," with no charge time. Because of his crouched, lupine form, it can be difficult to tell 
if he is ducking or not, and thus difficult to tell if he is going to hit high or low. 


Sabrewulf is great on defense because of 
his "Back-Toward" moves, but you can also 
do them in reverse, making it easy to attack 
as well. Pressing Down and MP to go into a 
Sabre Wheel makes for a great Manual 
opener. His Sabre Stomp Super Move will 
also dizzy any opponent who's not blocking. 


The CPU-controlled Sabrewulf is one of the most LJ 'W* 

L savage fighters in the game. He will relentlessly 
v attack and will even try to trap you in the cor- 
ner. He will also mercilessly Top Attack you if you try -•! 

to turtle. Although it's tough to do, you can parry the 
top attack and follow up with a Special Move to make 
him dizzy. Staying away won't help either, as Sabrewulf will pounce 
through your projectile attacks. 


B. Orchid is, like Jago, one of the best all-around characters in the 
game. She has a couple of new moves, like the Tiger Slide and Air 
Buster, that allow her to counter-attack almost any move. 



> 
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Maya is a great character to start with because of the simplicity of her 
moves. Button mashing while moving the Control Stick back and forth 
can produce results against many CPU opponents. 


Inthe ^ 

hands of a master, Maya is the 
queen of cheap attacks. She is very P 
fast and can jump around to con- 1 
fuse her opponents. The Air Mantia J 
is an excellent opener against most 1— ^ 
computer opponents, and it's easy 
to build Manual Combos onto it. 


— CPU Maya jumps a 

lot, so be ready to do your air attack move to counter {Jago's 
Tiger Fury, for example). Maya also ’I ||Xg _ 
tends to do her moves in pairs, so if you 
block the first attack, counter the next 
one with the correct "scissors-paper- , .O *%F L k %W 
rock" move. Maya won't hesitate to use 
her Ultimate on you! - > 


was Si III 10 con 

vert ih gam'- frum the 
arc-id tSardw re to the 
Nin^niledU. .he main bur- 
dU iq~.< i'ig all tlie 

chaNri **. '’Jtfiinaits, lev¬ 
els 2nd fcjfind- from the 
arcade hr»»l ^ k into a 12 
n.^grbyt ’ aK idge. It war 
also ai ttsl to e 't the sprites 
and* f <|to» ids to run -0 
60 Iraftifls oer second. 


Although it can ba hard to 
hit with Maya's leaping 
movas, they also make her 
a hard targat! 


Kim Wu has quickly become one of the favorite new character in Killer 
Instinct Cold. She is quick and has a great variety of moves, including many 
misleading attacks. She can fight up close and from afar. 


to success as Kim Wu is to mix up 

your openers. Some of them will hit 

low when they look high, and high 

when they look low. The Split Kick, ' 

for example, will hit high even though ■ 

it feels intuitive lo block low. Kim Wu's Tornado Kick 

is a good opener to build Manual Combos onto. 


. j - --a CPU Kim Wu is 

a very strong opponent. Her favorite attack ia the Air 

Fire followed by a Split Kick. Be 

sure to block the fireball high ME 

because if you just duck it, you will t'HO'y 

be hit by the kick! She will also 

attempt to use jump-in Auto- ' \ 

Doubles and finish them with the A ^ 

Firecracker, so be ready to break v 
with a kick Combo Breaker. 


Tha Super Air Torpeda cre- 
ates one ol the most 
imprassiva explosion*.. in 

Ikn nnm^l 


tha gama 
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Spinal; you either love him or you hate him. In any event, the centuries- 
old skeletal warrior returns in Kl Cold with some enhanced powers. He 

can be a very frustrating foe for an old bag of bones. 


K Spinal's Skull Scrape (Down + 

1 FK) is a great opener, at least 

' in the early difficulty levels. 
7 V Alternate this with his Skull Spear 
(Down + FK in the air) to cross 
up the computer opponent The Skele- 
Skewer is another good opener. 


When possessed by the CPU, Spinal tends jg 3 f f i 
to use the Skull Scrape a lot. If the CPU 
Spinal gets a skull, you should knock him * 

down with an end finisher to get rid of 
L the skull, or else he will start tele- L 

porting like crazy. Spinal's shipboard arena is one of the 
smallest in the came. 


He doesn't have a projectile attack and is slow compared to some of the fighters, but the masters will tell you that 
Tusk is one of the most powerful characters in Killer Instinct Gold. But you must learn the way of the warrior to 
achieve success as the muscle-bound barbarian. 


■ Without a pro¬ 

jectile, Tusk must fight in close. He has sev¬ 
eral moves that work well when you're 
.4 right in the other guy's face, especially the 
Back Stab technique. Tusk's long sword 
■ gives him a longer reach than the other 
n fighters have. 


Playing e,ggiiist — 1 


Exploit Tusk's lack of a ranged attack by keep- *jr 4 - - - 
ing your distance if possible. The CPU Tusk 
will use the Back Stab, Conqueror and Boot 
Kick. Just be wary of the range that Tusk's 
v regular attacks have. You will also need ~ 

’ to beware of early Ultimates, as the CPU Tusk will be quick to use 
them to end the match. 
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Throughout this brief strategy primer, we have mentioned the your opponefs attack, there will be an opening for 

Scissors, Paper, Rock aspect of Killer Instinct Gold. What does you to start a Combo. In the chart below, Rock 

this mean? Certain moves will block or counter other moves, smashes Scissors, Scissors cuts Paper and Paper cov- 

so if you can guess, or see, what your opponent is attacking ers Rock. With this in mind, you can cross-reference 

with, you can respond with the appropriate counter-move and the moves on the chart to see which moves you can 

knock him right out of his attack. If you succesfully counter counter in the game. 




AUTODOUni.CS 


The coolest thing about Killer Instinct Gold is 
the number of settings you can adjust on the 
Options screen. Each time you finish the game 
at a different difficulty level, a new level of 
options will open. The different settings make 
the game feel completely different. For exam¬ 
ple, playing with the Super Bars always 
full enables you to access all the characters' 
Super Moves immediately, making the 
game more exciting. Just remember, if 
you turn it on, it applies to the CPU, 
too, so don't be surprised if you turn on 
Early Ultimates and get beaten right off 
the bat! 


EARLY ULTIMATE!* 
KNOCK ISOWNf, 
QUICK OPENEIIR 
cncAr auGuucA 


LCVCL 5 OPTtOHH 


AMflM. CAME*A 


ILKVn. X tPTJtHf* 
TW.L OrtH 

PttLi. anEARCM 

PONCntO PIVISMCH9 


PACT PI»0)IU.LI 


PUCtiO STAMf V{( CHIT 


VOLUME 91 
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In our third installment of excerpts from Bark Hofce Comics' 
graphic-novel epic, Star Wars: Shadows Of The Empire, we 
shift scenes to Princess Leia and Cftewbacca as they attempt to 
contact the Black Sun criminal syndicate in o their search for 
information about who is trying to eliminate Luke Skywalker. 
Dark Horse Comics has been publishing 'Star Wars comic 
books and graphic novels since 1991, beginning with Star 
Wars: &ark Empire. %ince that series. Dark Horse has cbntin- 
ued to create illustrated tales of the Star Wars universe that 
add to the story continuity of the movies and novels. . 

Dark Horse Comics' stories span the entire history of the Star 
Wars universe. X-Wmg; Hogue Squadron is set after the 
destruction of the second Death Star in Return of the fedi. 

{ft NINIENDD POWER 


It follows the adventures of Wedge Antilles, one of the few 
Rebel X-Wmg pilots to survive both Death Staf battles, as he 
continues his fight for the Rebel Alliance, Plotted by novelist 
Michael Siackpole, X-Wmg: Rogue Squadron explores the far- 
tfiest reaches of the #far Wh rs galaxy through the eyes of the 
• Rebel Alliance's elite space aces! 

You can find this series, as well as the complete version of Star 
Wars; Shadows Of The4fmpm f at your local comic book spe¬ 
cialty store (phone 1 * 888 - 266-4226 to fihd a store near you) or 
you can order them directly from Dark Horse by phoning 
1 - 800 - 862 - 0052 . ♦ 

• ® 































we are cleared to 

LAND ON COPUSCAHX 

princess 


PRINCESS l&A AND CHEW8A CCA 
ARE ESCORTED TO A MEETING 
'mKffi.ACM StAVANQ "TVC 
CRIMINAL ORGANIZATIONS 
LEADER, PRINCE YIZOR-, 


THEY BELONGED TO £tOUSSAK, 
AN U006IAN BOUNTV HUNTER. HE 
TRIED 10 RASCAL BLACK SUN ON A 
JOB HE PIP FOR PS 

>*•' was — <m. jggiSjgM 

UNWiSE , A v ^^£SI 


8C4CKJSI/A/ HAS CONTACTS THERE . 

BUT WE CANNOT MAKE IT ICO OBVIOUS 
«UARE UNDER CUP PROTECTION 

'should get *x 

• e^ W ^L FAST CUSTOMS 


THEY ^ 
STINK- A 


FT WE “ WE RE TAKING A RISK 
SURVIVE ALLOWING GUP! 10 GUIDE US 

£ LONG-. INTO THE HEART OF SLACK 
■ - - SUN- BUT ITS WORTH ff IF 
i PRINCE XIZOf? CAN me US WHO'S 
TRYING ID HAVE UJ*& . \ 
, -... ■ ASSASSINATED . N 


MEET ^ 
/5MOOM, A I 
WELL' KNOWN 
VJCOKfEE BOUNTY 
V HUN 1 ER>/ 


^10P COMPLAINING 
CMEWlE. THE DTE 
WILL WASH OUT IN A 
COUPLE OF WEEKS 
a. YOULL Bg SACK TO 
NORMAL- 


BESIDES, GURl 
MAY LOOK HUMAN, BUT 
SHE'S A REPUCA DROID- 
lP“»t P WANTED ID HARM 
**' SHE COULD HAVE CONE 
- - rTANYTIME. _ j*’ 
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^ sems uk0 wfvf 
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gfNgAfH CORUSCiAf^r FOR 
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COUU? 0£ IkuiU- 
HAUWw 

ARDMNP 1M£ -111 
^ AN£ - p/ * J 
. NOW 4 A 


AFTER CLgARM CUSTOMS 


Ah prihcgss 

L&IA OHS AH A AND 
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f - BLACK SUN 

! takb mm secumy 
3ROOU6IX IF WF EV0Z 
MAVf ID AND OUR WAY . 
. OUT OF HERE" ^ 
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"cmx m xizoR.Pie. sit 

WE C \u DISPENSE WITH 
fllWS NOW THAT WE 
ARE ALONE/" 


THAT BWTNfNfi. 


' SOMETHIN# ID 
PRINK, PRINCES5? „ 
UIRANMN BPANCtf? 
£RE£N CHAMPAGNE? 


J-WF'WF AUJANCE FEEL 1 
THAT WHIFF 0FACK SUN'S 
. AIMS ARE NOT CURS, THE 
kl EMPIRE 1$ CUR COMMON 
V &H&MY. y 


50/ THE AFFIANCE 
MIGHT BE INTERESTED 
IN DOING BUSINESS 
v WITH BLACK SUN. < 
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| "TEA WOUFP BE PINE, 

| PR /MAJESTY." | 
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let go Or we, you 

OVERGROWN STUff&? 
TOY/ XU ARg GOiNG^ 
k TO 8g 50RRY- A 


CHEW©'- HE'S JUST 
TRYING 10 PROTECT ME ID 
PROTECT HAN, FROM WHAT 
WAS GOING ON IN THERE 
HOW COUiO I FORGET MY, 
SELF HKg THAT.. S’ ■<( 

— SCWE KIND OF 
mr PRU0~IN THE TEA 
K MAYgE S’ THAT WOULD. 
1W ACCOUNT FOE T. V 


SOMEONE IS 
LISTENING? 


FT THINK WE'P • 
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AN ALTERNATE > 
PLAN. Lfitfll 
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com, str here eesipe 
W- why vo YOU keep, 
k. YOUR DISTANCE? A 


' OUST MAKING 

SOME TEA rns 
KIND of warm 
. IN HERE 


NO vuwAT I RBAUX 
WANT TO VO & 6N0 CMEWIE 
ANOTH0R F&M MINUTES TO 
GET OUT OF HERE AND GET 


JOIN fW£... 

rr 15 quite 

COMFORTABLE 
HERE &y MY 
SM 


I WANT / 

y<?U TO COME , ff + 
SIT 8YMe.../-~~ r .j[ A 
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If you ever dream of blashng 
\ TIE fighters as thqy^scream 
\l past you in a tumbling 
asteroid field or of trading 
pm laser fire with an entire 

squad of Imperial 
hm \l stormtmopers, thm dream 

no longer Star Wars: 

Shadows of the Empffe*" fs the 
fantasy fulfillment of anyone who 
has longed to join the adventure in 
> that galaxy far, faraway Tht creators 


of Shadows of the Empire approached 
^his project as if they were producing 
film. The 

experience that captures the spirit and 

# feel of the trilogy in ^ 
ways no previous Star Wars game has 

u, ih> i n>nr-nt you 

*i • your N.c ' vou II find m 

^tariing role •* vuur very own Star 
adventure, oundH >y av/ii ig 

* ft eels, .Mlt irutir nil HI * 

and a bloqd-stirririg, john [Nintendo* 4 ] 

Williams soundtracks. I 


610 . 0 . 

msm 


Not so long ago, in our very own galaxy, the multimedia 

mavens at LucasArts set out to create a new chaplet m 
the Star Wars saga. The fruit of their collective creativity 
is a rare delicacy to delight Star Wars and gaming tans a\\V&l 


Shadows of the 
Empire blurs the 
line between - 
interactive 
games and 
movies 





















■i necessary to switch 
views to solve 
puzzles or defeat 
V enemies 


FOECE-FOL ACTION 


THIS IS 
ROGOE 
LEADER: 
WE’RE 
GOING 
IN! 

None of the technical wizardry would 
be worth a dead womp rat if the story 
wasn't up to spec, but Shadows of the 
Empire delivers a plot worthy of the sil¬ 
ver screen The game chronicles the 
adventures of Dash Rendar, a smuggler 
and scoundrel in the best Han Solo tra¬ 
dition Dash comes to the aid of the 
Rebellion from the time of The Empire 
Strikes Back until just before Return of 
the Jedi 

I ^ ■<As seen in The Empire 
Strikes Back, Emperor 
Palpatme orders 
Darth Vader to 
turn Luke Sky- 4 
walker to the 
dark side 
of the 
Force. 

Pripce 
Jxijfor, 

leader of the Black Sun crime cartel, 
plans to kill Luke and thus humiliate 
the Dark Lord of the Sith. Xizor could 
then take Vader's place at the 
rror's right hand Princess Leia 
enlisls Dash to protect Luke, and later. 


to help rescue the carbomte-encased 
Han from the notorious Boba Fett 
The plot continues to twist and turn 
through ten enormous multi-staged 
levels, guaranteeing many, matiy hours 
of laser-blasting excitand 
intrigue In fact, the Gatl Spaceport 
level is so huge, .it could almost be a 
game on its own 1 


A CERTAIN 
POINT OF ' 


VIEW 


There are two types of 


the "Pilot" stages, where you pilot a 
vehicle and/or control its weapons, and 
the "Commando" stages, in which you 
explore various landscapes, installations 
and spacecraft on foot Both types of 
stages allow you to switch between two 
or more perspectives, including a first- 
person "m-the-head" view and a third- 
person "camera" view This adds to the 
cinematic feel of the game, and it's 


"Pilot 0 stages feature two to three perspec¬ 
tives, while ’ Commando*' stages allow you 
to switch between four different views 



















The Commando stages involve search¬ 
ing incredibly vast environments to 
find objects, activate mechanisms and 
defeat large numbers of live and mech¬ 
anized enemies. What's really 
astounding, though, is the high level of 
interaction you have with and in your 
environment With a tap on the N64 
controller, you can 
change views (in-the- 
head, behind, over- 
head and remote ^ - 


you'll find in Fcho Base In Old 
H Mantell Junkyard and Gall 
Spaceport, you'll pick up a Pulse 
Gun, a temporary invincibility icon 
and.even Boba Fetfs rocket pack 1 
There are also special Challenge 
Point icons, shaped like the winged 
Rebel Alliance symbol If you collect 
all of the Challenge Points in a level, 
you'll earn extra lives Some are easy 
to find, while others are hidden or 
require a skillful leap to acquire 


Dash Rendar may be a scoundrel, 
— but like fellow 
* " smuggler 

Han Solo, 
he hides a 
heart of gold 
beneath his rough, gruff exteri¬ 
or. As captain and crew of 
the Corellian stock light- 
freighter, Outrider, 
Dash and Leebo have 
* eked out a living on the 
edge of Imperial society, 
C smuggling and providing 
—r» ices for various Hutts 
and minor crime lords. 
I Now he has decided to 
fight the good fight 
^ against the Empire and 

Black Sun-for a modest 
Vl l > * * if »*' f course. 
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BOBAFETT 


Boba Fctt was a minor, 
though pivotal, character in the 
Star Wars trilogy. Little was 
revealed about the man within the 
scarred Mandalorian battle armor, 
but, as the saying goes, "everybody 
loves a mystery." Boba Fett became 
one of the trilogy's most popular fig¬ 
ures, and fans are cheering his 
return in Shadows of the Empire. 

Though you won't often see Fett, 
the results of his machinations fig¬ 
ure prominently in the game's plot 
and beautiful cinema scenes. At the 
climax of the Gall Spaceport level, 
you'll have to take on both Fett and 
his remote-controlled ship, Slave I. 

Much is still unknown about Fett, 
and the rumors of him being a for¬ 
mer Imperial shock trooper remain 
unconfirmed. Did he really die in 
Return of the Jedi? Are there other 
tales of Fett to be told? Only time, 
and George Lucas, will tell... 


(Hfairn 


SMARTER 
THAN TWE 
AVERAGE 
TROOPER 

*y Our little practical joke also 
points out another terrific feature of 
this game, which is that the artificial 
intelligence actually lives up to its 
name. Stormtroopers and other men¬ 
aces have the same freedom of move¬ 
ment you do and will not follow set 
patterns They really seem to have wills 
of their own and will adjust their attack 
formations and strategies according to 
your actions. The troopers might even 
try to pull the same sort of practical 
joke 
o n 

you, but 
it won't be 
for laughs* 


We can't say enough about the role 
that sound and sound effects play in 
the Commando levels, not only as 
atmosphere (love the rattle and click 
when you switch blasters!), but as part 
of the gameplay as wel I Much of what 
goes on around you will generate 
sounds, and listening will soon 
become instinctive as you peer around 
corners and slip from hiding place to 
hiding place 

Though the stormtroopers will 
always find you eventually, you can 
move stealthily enough to try this little 
trick, sneak up behind a stormtrooper 
from around a comer or a box and 
then jump up. Be ready for the fire¬ 
works l 


""WERE 
HE IS! 
BLAST HIM! 



















LIGHT SPEED 


tSOGGfc; TWO, 
DO YOO COPY? 


your enemies are and how much dam¬ 
age they've sustained. 

You can view the action from the 
pilot's seat, behind your speeder or 
from a third-person camera perspec¬ 
tive The last view is awkward for firing 
blasters "but helpful when for ffrmg 
your tow cable. low cable? Yes, 
indeed' True to the scenes in The 
Empire Strikes Back , the only way to 
bring down the ponderous AT-ATs is to 
tangle their legs with your tow cables ! 9 


you deal with several squadrons of TIE 
ffghters and missile-equipped TIE 
bombers. You'll have a quad laser bat¬ 
tery and a bank of powerful but slow- 
loading proton torps at your disposal 
Despite Leebo's skill at the controls, 
he can't keep track of thousands of 
asteroids 


We have no doubts that the Pilot levels 
will be the favorites of many players. 
The Battle of Hoth isAe very first level 
of the game, and everything About it is 
designed to immediately immerse you 
in tile Star Wars universe and put you 
"in the zone." You're crammed into the 
cockpit of A Rebel snowspeeder, 
swooping low and fast over,the frosty 
plains of Hoth, red and green Imperial 
lasers v/anging off your canopy and 
John Williams's heroic music swelling 
in your ears. How's that for a first level] 
Things start off easily enough-you 
just have to bring down a few errant 
probe droids with your twin blasters. 

The second and third stages add the 
\ "scour AT-STs and the imposing 
AT-ATs. A radar screen and a 

"heads-up" 
display tell 

SgZSjgL you where 


you'll have to blast a few 
into space dust from time to time 
Luckily, a chunk of asteroid will occa¬ 
sionally take out a TIE fighter or two! 

The climactic Skyhook Battle level 
offers two stages One is a repeat of the 
gunnery-style stage, while the other 
places you in the Outrider cockpit with 
full flight and weapons control 1 


The Asteroid Field level will place you 
in the gunnery chair of the Outrider, a 
Corelhan ship m 

fh< 
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A glance at 
your damage 
icon or your 
smoking 
engines will 
tell you how 
you're faring! 

















) BORN 

THE FORCE 
WILL BE WITH 
YOU NEXT 
MONTH 


TORN A 

A WRETCHED 
HIVE OF SCOM 
AND VILLAINY 


The last style of Pilot level puts you at 
the controls of a souped-up speeder 
bike, otherwise known as a swoop 
After Prince Xizor puts a bounty on 
Luke's head, it's up to you to head off a 
gang of Swoop riders as they blast 
through Mos Eisley and Beggar's 
Canyon in search of the young Jedi. 


chis overview is just a small | 

‘v 

tastfe of what's in store for you in HB 
Star Wars. Shadows of the 
fmprre Next month, we'll shine * 
the full light of our gameplay A 
expertise on this game and bring 
you the Inside scoop on its myr- I St 
lad mysteries and delve into its 
dark secrets. 

George Lucas has an amazing abili¬ 
ty to convince millions of moviegoers, 
at least for a couple of hours at a time, 
that Luke, Leia, Han and all the Rebels 
are really out there somewhere, strug- 
glmg for freedom against dark and .eytl 
forces Shadows of j 

v 

helicvabihty that will 
suck 

mak* you believer, 

little ■■■■ 
while,) in Wookiees, 
spaceships and II 
scoundrels! B^^^V V 


You won't believe 
the speed of this 
level 1 If the Swoop* 
riders don't turn 
you into Banthft^ 
fodder, they'll 
leave you in the c y 


This is arguably % the>most frantic 
level In the gamejpnd you'll be bob¬ 
bing and weaving in your seat as the 
dun-colored domes of Mos Eisley flash 
by in the blink of an eye. If you recall 
the speeder bike scene in Return of the 
]edt, you'll have a pretty good jdea of 
how fast this level really goes 1 

The swoops are not ABKa 
armed, so you'll need |T i 

to bump and bash your B ^ 

enemies and force I 
them into walls and II"~ 
rocky outcroppings || 
Unfortunately, they'll I 1 

be trying to do the same I Ml 4 
to you There are fewer 
obstacles out in the 
desert, hut then again, there's also the 
tentac led Sarlacc to worry about 1 a 


mu* rbtey uiid itegga/O . 

C ju/uij 

Jujpsald f/BJijtdru' jyp/oL 
IdYfM us Imperial Cji/ 
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In some of the Pilot levels, 
Challenge Points are 
earned by accomplishing 
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AT-AT or an asteroi 























Four out of the five games in this 
month's Sports Scene are sequels 
and gamers craving originality may 
cry foul. Most of these games mix 
old menus and options with . 

updated player rosters and £ 

logos. Are reruns just as ■ J 
fun? Read the facts and JK 4 
features before you make 49^ 
your own call. 


Wanna ba a football 
haro? Battla it out 
with HI college 
towns and lead your 
favorite school to the 
Nokia Sagar Bowl. 
College Football IlSAfl 
97 is the naw big 
gome on campus. 


S) NBA LIVE ‘97 


Is this hoops game 
alive and kicking or 
just a flat air hall? 
Sports Scene goas 
downtown to find 
out what's new and 
cool in Black Pearlls 
NBA '97 for the 
Super NES. 


© MADDEN ‘97 


Is Madden '97 foot¬ 
ball haavan? Don't go 
daep to tha shelves 
of yoar favorite 
vidao getna store 
until yoa check out 
tha latest develop¬ 
ments on thia Super. 
NES game. 


MADDEN ‘97 


% i. 


gjf : 

I | 

Jr& ' 


If you're a football 
fan with a Game Boy, 
Madden '97 is your 
ticket to portable 
passing, punting and 

K ick offs. Taka a 
>ok at the latest 
developments on 
paga 36. 


COLLEGE FOOTBALL USA ‘97 


3m NHL ‘97 


It's the coolest 
hockey game for tha 
Super NES, but NHL 
'96 owners will 
experience dajavu. 
Sea if yoa can distin¬ 
guish between the 
old and tha new in 
NHL ’97. 


LE<TRONI< ARTS 


M adden '97 is the sixth 
Madden game re¬ 
leased for the Super 
NES. While it looks nothing like 
the original John Madden game 
released in 1991, some gamers might 
consider it to be the fraternal twin of 
Madden '96. In the evolution toward 
an ultimate gridiron game, the devel¬ 
opers apparently opted for a short gam 
Aside from an updated roster with 
actual NFLPA players, new NFL logos 
and the addition of the Baltimore 
Ravens, only a handful of modifica¬ 
tions separate the new Madden game 
from last year's version. All of the 
venues remain identical, right down to 
the bleacher banners The players have 


mrnoo power 















the same moves ana mannerisms 
Madden '97 even borrows elements from 
other sports hits in the Electronic Arts line¬ 
up, including the foot stomping chants of 
"Dee-Fense" which echoed throughout 
NHL '96. But if you're a Madden maniac, 
or didn't buy last year's edition, you're not 
going to care Nobody will dispute that 
this game is fun to play, especially with 
five gamers hooked up to a multi-player 
adapter. New features include 500 offen¬ 
sive play combinations, a salary cap on 
trades, two difficulty levels, player stami¬ 
na stats, new motion-capture graphics 
and character animation. Just like last 
year, there are three modes of play. Single 
Game, NFL Season and Playoff mode If 
you play Season mode and win it all in 
Superbowl XXXI, you'll receive a special 
code for one of the 30 historical teams 
hidden in the game, but don't get too 
excited-16 of these hidden teams are the 
same as last year Will the programmers 
make big changes in next year's version of 
the game? It's hard to say. But if you're 
curious about the enhancements made in 
the John Madden Football series, check 
out the Super NFS Madden Evolution 
chart on page 36. 


Pick your winning play It takes time 
to familiarize yourself with the 500 
offensive play combinations in 
Madden *97 If you don't do some 
pregome homework, you II be called 
for Delay of Game on the first dq|/n 


If you want to get to the end zone in a 
hurry, make sure you give your running 
backs time to rest Every player has 
anenergy level If your star players 
look tired, send in substitutions so 
they can catch their breath 


Who's the main course on this 
week's menu? Madden '97 fol¬ 
lows the authentic 1996-97 NFL 
season schedule so your defen¬ 
se sive tackles will never have to 
r guess at the special of the day 

© 1996 Electronic Arts Superbowl and 
NFL are trademarks of the National 
Football Leaque © 1996 NFLP 
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by 

<K PEARL 


for Bo^is not 

endorsed by the N^W Players, Inc., 
so you won't see theteam Jogofc or superstars 
iVjpnd in Madden '§?SKr the Super NES But 
this one-player. Super Game Boy enhanced 
game is crammed with options and fun. 
Choose from four modes of play, jncludmg 
Exhibition, Sudden Death, and p.&sword- 
jwcked TournamentNmd Season pl^Llhe 
•ame has 32 teams, indutlfty* an All 
P^hd a new Baltimore team that are read 
Ufjjmble If you're having difficulty determjiving 
•your strategy during the pregame warm Tip, 
^check out the bar graphs that compare the 
■team's defensive and offensive strengths and 
r*weaknesses This information also helps you 
pick your audi¬ 


ble plays. Prior 
to kickoff, you 
can program 
two defensive 
and offensive 
plays into your 
audible play 


inventory Because the game is 
password-backed, it's important to 
remember to reprogram your audi¬ 
ble selection each time you plug in 
Madden ,( )7 Other new features 
include a kick h-tng time clock, 
injuries and player substitutions If 
there is any downside to this versa¬ 
tile game, it might hp the optional 
background musiv. The happy 
melody might suit J Cjjolf or fishing 
game, but it doesrfl ft in a bone- 
jarnng football feeittt) 


Do you have a play that can take you all the 
way? With eight offensive formations and a 
total of 32 different plays, you II have to call 

Ivour: 


time out to review all your alternatives 


If you re the home team, 
you can bask in brief 
moments of motion cap¬ 
tured cheering from your 
fans Just make sure you 
don t fumble the ball in 
your own end zone. 

vV 

Kick of f the football see- 
son in color on your Super 
Game Boy or in mono¬ 
chrome on your Game : 

Boy or Game Boy Pocke 
The only thing missing in 
this Madden 97 is a 
multi-player option. 


Madden Evolution 

# Of 
Players 

Save 

Feature 

# of I 

Teams 

# Of 

Receiuers 

NFL 

Players? 

Memory 1 
Size | 

JOHN MADDEN’S FOOTBALL 

1-2 

PA55 

29 

3 

N 

8 Meg 

MADDEN NFL ‘93 

1-2 

PASS 

40 

3 

N 

8 Meg 

MADDEN NFL ‘94 

1-S 

PASS 

80 

3 

N 

8 Meg 

MADDEN NFL ‘95 

IS 

BATT 

30 

3 

N 

8 Meg 

MADDEN ‘96 

1-5 

BATT 

70 

S 

Y 

12 Meg 

MADDEN NFL ‘97 

1-5 

BATT 

62 

S 

Y 

12 Meg 


©1996 Electronic Arts All rights reserved. 
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Looking for a good matchup? Col lege 
Football USA '97 is crammed full of 111 
Division 1-A teams from seven different 
conferences 


College Football USA '97 s camera angle gives the 
ball carrier the big picture fifty yards at a time, so 
you can see all of tha downfield coverage 


The fans in Col lege Football's motion cap¬ 
ture video footage cheer or jeer depending 
on your team's performance on the field 

j nlike the other games in this 
I , - month's Sports Scene, College 
football USA '97 is not a sequel. It 

fcludes all 111 Division 1-A college 
Ipms and three detailed modes of 

P^jlay It lets you guide your favorite 

• 

team through an entire season to win 
art invitation to the NokkVbwar Bowl, 
site of the National Bowl 

lienee Cham^Diis^ip'^jrne/'or one 

Juding 

Orange Bowl 
Fiesta BowkMJp to 16 
prayers can pair up and fight their way 
to the top in Round Robin Tournament 
mode while the gamejracks all their 

icv You can 
friers together 

e to the field simuUa/ieQusl^^vith a 
multi player adapter If these options 


sound too involved or lengthy to 
you, settle down and play a solitary 
game in Exhibition mode College 
Football USA '97 has plenty of stats, 
and the battery back-up keeps track 
of your records. Season mode is 
exceptionally detailed-realistic 
score updates brief you on the 
progress of the other 56 collegiate 
confrontations in the 
nation. Your team’s 
schedule is modeled 
after the actual sched¬ 
ule L$&ed during the 
1 996- 97 season Since 
each player has an 
energy level, it’s impor- 
tapfcto jfcate your sub- 
lyers to keep 
Fn in top form 
game has any 
:omings, it's in the 
iutton configuration. It s easy to 
lose track of the football if any player 
6n the field «V wearing a uniform 
color that vaguely resembles a 
shade of pigskin Just keep 
pushing the buttons until 
the whistle blows. And while 
most Super NES football games 
use the Y, A and B Buttons on 
the Control Pad, the developers 
of College Football '97 picked 
the X, A, and B Buttons This 
unusual button configuration 
takes time to get used to-you 're 
hereby warned to practice in 
Exhibition mode before you go 
for a bowl game. 


With over 196 offensive and another 50 
defensive plays to choose from, you'll never 
be accused of being predictable 


The Week Schedule Menu is modeled on all the 
actual games scheduled during the 1996-'97 
saason, so you can recreate the real thing 


© 1996 Electronic Arts All rights reserve I 
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by ELECTRONIC AR1 


I f the blazing nets and sky-high slams in NBA 
lam and NBA Hangtime seem absolutely 
absurd to you, NBA Live '97 is your game 
This basketball simulation has the realistic moves 
you see on television, except that here, you're the 
one calling the shots and making the play of the 
day NBA Live '97 includes many of the same pro¬ 
gramming features used in NBA Live '96. The 
players continue to scroll diagonally down the 
court and they still make all the cool dunks, fade¬ 
aways and alley-oops from every corner of the 
key NBA Live '97 keeps you updated with scor¬ 
ing or statistical summaries after baskets or 
turnovers All of the authentic NBA players are 
suited up and each of the 29 NBA teams is rated 
according to its scoring, rebounding, ball control 
and defensive abilities during the 1995-96 season. 
There are also two All-Star Teams and four option¬ 
al teams you can customize Take it to the net in 


Exhibition or Play-off mode, or 
go the distance in an B2-, 56-, or 
2B-game season Get in the 
game by creating your own per¬ 
sona and sign with your favorite 
team Plus, if you own a multi¬ 
player adapter, you and four of 
your friends can take control of 
an entire team and play against 
the computer, or crash the 
boards in a 2-on-3, 2-on-2 or 
even a 4-on-l round ball ram¬ 
page There's even a half court 
practice mode so you can per¬ 
fect your playing skills before 
you hit prime time. If you 're still 
falling behind, save face and 
stuff your opponent in the new 
basketball trivia game 


Versatility is the 
name of the game 
NBA Live s 97 fea¬ 
tures four modes 
of play, arcade and 
simulation rules, 
and three difficulty 
levels You can even 
turnoff the fouls 


If you’ve ever 
aspired to play 
round ball with the 
big boys, pick out 
your jersey number 
and create your 
persona NBA Live 
'97 lets you play on 
your favorite team 


One to five gamers 
can play NBA Live 
'97 simultaneously 
You con identify the f 
player you control 
by the colored circle 
around his feet 


Players from oil 29 
NBA teams are 
rated individually 
according to their 
scoring, rebound¬ 
ing, ball control and 
defensive perfor¬ 
mance during the 
1995-96 season 


Up for a game of no- 
holds-barred rat ball’ 
Disable some or all of: 
the fouls and penaM 
ties on the versatile 
Setup Menu Aft you 
have to add is your 
own trash talk 


1996 NBA Properties. Inc 
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by 

BLACK PEARL 


1st year we hailed NHL '96 as the Stanley 
Cup of all hockey video games, but players 
who didn't buy the game won't have to 
fret-NHl '97 looks like NHL '96 with an updat¬ 
ed roster It takes a discerning eye to find the 
sprinkling of differences between the games. The 
players skate a little more quickly down the ice A 
new Coaching menu lets you modify the strategies 
for each of your hockey lines But the sound 
effects, menu and game play remain the same 
Granted, it would be tough for the developers to 
improve on an already great sports title, and NHL 
'97 builds on the elements that made NHL '96 a 
hit. The game is licensed by the NHL and the 
NHLPA so you'll find the real player's names, stats 
and authentic team logos You can use all the 
moves you see on television or at the rink, includ¬ 
ing fake shots, quick stops, drop passes and the 
bewildering sptn-A-cama. You can still check your 
opponent off the ice and two rows back into seats 


Been there, done that? 
Owners of NHL '96 won't 
see radical changes 
between their games 
and NHL '97 Aside from 
a coaching tips feature 
and an updated roster, 
the two games are much 
the same 


NHL '97 is packed 
with a ton of 
options Get techni¬ 
cal with the innova¬ 
tive Coaching menu 
and adjust your 
team's play accord¬ 
ing to your oppo¬ 
nent's strength. 
Choose between 
five degrees of 
aggressiveness for 


© 1996 6lack Pearl Inc All 
Rights Reserved 


all seven of your team's lines, ranging from 
All Out Defense to All Out Attack. If you're 
tired of coaching and spoiling for a tussle, 
toggle the Fighting option on and duke it 
out until your opponent drops to 
h*s knees. Or join your favorite 
team's roster, and, if you're good 
enough to guide your team 
through a grueling, B2-game sea¬ 
son and win your division, you'll 
able to test your skills to the 

H mit in the Stanley Cup play-offs If 
ou don't have the time to play an 
intense seven-game series, NHL 
'97 Wen has an option to limit the 
Wtfies to a one game, mega-match 
it you like hockey, this sequel is 
^B|k>oler than ice shavings. 


NHL '97 features 
authentic logos and 
players-key ingre¬ 
dients in any suc¬ 
cessful sports title 


An easy-to-use instant 
replay feature allows play¬ 
ers to review their shots 
and bask in their moments 
of glory 
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Wayne GreLzky's 3D Hockey is going to raise your expectations of ft 
pheric levels The option-packed game is fun to watch, easy to learn 

eras surround the rink, panning smoothly to give you 
the best angle on all the action Check out the 

authentic NHL players and learns Hear the play-by- 
play from the digitized sports annuunt «r. Watt h 
the crowd jump to its feet as a player makes a 
shot. Shout as a realistic, texture mapped goalie 
makes a diving glove 
‘ v V ‘ that 

^r sweat i. 


LONG ISLAND 0 
NEW YORK 1 


If yojf uiant a hockey game more realistic than 
mid -uay's lllayna Gretzky's 3D Hocka£, 
you're probably going to risk losing a&ouple 
eeth. This first sports title for the flGM is 
outstanding reproduction of the arcade 
mash. Plus, if you oum a Controller Pak, you 
can saua your stats and take them uiith you. 
Plug them into a friand's game and slug it out 
in a mild, multi-player match! 


© and © 1996 Midway Inc. 
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WAYNE GRETZKY'S 3D HOCKEY 


WayneTTtetzkyk^ Hockey is packed with tons of options and versatile game play Flip 
through the cart's user-frTehcMy«Uinus and peruse the five modes of play and multi-player 
options for intense matches with as many as four gamers. Your choices include Single Game 
mode, Season or Tournament play, Play-offs, and Practice mode* 


NHL SCORES 


There art three different season modes Win 
enough of the 25 gamas in the Short Season and 
you'll end up in the Play-offs The Long Season 
has 82 games Ybu must defeat every team to 
win the Steriey Cup in the Arcade Season 


WAYNE GRETZKY 


SCHEDULE 


WAYNE GREIZKY N 


You camot tie in Play-offs mode. This is the 
oriy mode in the game that makes teams 
play consecutive rounds of sudden-death 
overtime until someone scores 


WAYNE CREfZKY 


Whether you're in the middle of a tough season or an extended Tournament, sooner or later 
you're going to run into a team with the best passers and scorers you've ever encountered. 
Practice will help you leam to handle the best players. Perfect your passing and shooting 
strategies before you take to the ice. 


You won't score 
big urless you 
figura out a rou¬ 
tine for fooling 
thegoalia 
Practice your 
breakaways 
until your scor¬ 
ing percentage 
mirrors your 
shots on goal 


e mode to 


mzmg 

olid passing is the 
key to defeatiidKa game's most aggressive teams 


one-timers and 


Read up on all of tha 
Great One’s caraar 
records. Evan il 
you’va never tahen lo 
tha ica yourself, you 
can compara your 
saason stats with 
Wayne Gratzhy’s 
achievements. 
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, frontation, 

Plnyor lis identified by the blue cursor and 
blun color identilicRtion circle Pleyer 2 is 
fi$aigned tba color rod 


*u\su 


In a four 

I player gnmo, 
Player lis 

nmn i r wv.T Husd bine oni | his 

tiommata, Plityor 2, is yellow Players 3 and 
4 arc rad aid groan respectively All other 
colors ara computin' controlled 


Multi-player mode is one 
of the hot feet lee fur e<t in 
Wayne Gretzhy’e 3D 
Hockey. Each controller le 
eeeigned a color, but the 
color eeeignment 
changee depending on 
the mode you select. 


SBfc-f- I Bath on and 

oil tho ice, 

mk0l Mayor 1 is 

- “- ■* idantifnd by 

o blua mono cursor or bhm player idnntilice 
tian circle All othnr colors ropraaont com* 
putar controlled playrra 


, frontation, 

Player 1 is idantifiad by tha blue cursor and 
blun color identification circlo Player 2 is 
assigned tha color rad 


*u\su 


In a four* 

I player gnmo, 
Player lis 

nain i r wv.t l«] blioomlhis 

teammate, Plityor 2, is yellow Players 3 and 
4 ara rad aid groan respectively All other 
colors ara computer controlled 


the pre-N64 days of video hockey games, the software designers determined the 
T one perspective you would use to play the game. Wayne Gretzky's 3D hockey has 
seven different camera angles so you can select a perspectiv$hat suits your play 


ing style and strategies. 


- 

LOW Sfl>E 


CAMERA 


The Low Side Camera drops you off in the 
middle of the action at cantar ica If you 
want to know what it's like from the play¬ 
ers* perspective, adjust your audio controls 
until the crowd noise is maxed and cut the 
commentators voice Tha only drawback 
with this cameraangle is that you won't see 
your teammates whan making a long pass. 


HIGH SIDE CAMERA 


The High Side Camera gives you a wide 
enough view of the ice that you shouldn't 
have a problem seeing all but the longast 
passas This perspective is similar to the 
one from the owners* box seats in a NHL 
venue The neutral angle is ideal for boister¬ 
ous multi-player matches when disputing 
gamers can't agree on a camera position 


GOAL SIDE CAMERA 

Four high and low cameras on both sides of 
the rink cover the action from end to end 
The Goal Sida Camaras have perspectives 
similar to other popular hockey games like 
NHL *96, but thesa versatila cameras 
swing down directly on the action sur¬ 
rounding tho net Tha High Goal Sida 
Cameras are ideal for one-player games 


Activate the Fight option and slug it 
out on the ice. Depending on how 
you set up your game, the fisticuffs 
Victor will end up doing time in the 
enalty box or facing off near the 
loser's goal. Fighting mode features 
four types of punishing punches 
The fight ends when a player's stamina bar is depleted. Fights often 
start after the players have checked, tripped, hooked or bumped into 
each other one too many times during the game. Play it dean and your 
players won't get mean 


o NINTENOO POWER 


























NHLPA players from each of the 
|gue teams Each hockey player JS rated according to 
ength and Defensive abilities The players with the 
siest to use in Season or Tournament modes. 


Wayne Gretzky's 3D Ho 
26 National Hockey L 
his Speed, Shooting, J 
longest bars are the 


Up to four players can play on the 
same team or elect to team up against each other in 
head-to-head matchas Each player is assigned a 
color cursor, making the action easy to follow 


Three- on-Three mode is ideal for 
the Arcade rinks This mode is great for fast paced, multi¬ 
player games—just remember to deactivate the optional 
Offsides rule before you face off 


FIVE-ON-FIVE 


Five-on-Five mode is best suited for Simulati 
haiUjUilh five players per team there^M 


ice to 

Fthan games 


f GRETZKY'S 3D HOCKEY 


Wayne Gretzky’e 3D 
Hockey has two rinke, so 
yon can play a game to 
east your mood. Gkooee 
the Regulation rink lor 
Simulation play and uee 
the emaller Arcade rink 
when you want wild 
action. 


MouLanoN 


The Regulation Rink is ideal for Five-on- 
Five play ia Simulatioa mode Because 
players nave to skate farther, remember to 
rotate your lines to avoid fatigue. 


aacaoE 


The arcade sized rink is smaller thaa the 
Regulation rink, so the puck spends less 
tima between the blue linas and more time 
in the beck af tha net 


NINTENDt 






































Press the B Button to pass the puck WhB its important 
td unload the puck if you're about to tana hit, it's even 


more critical to keep, your receiver out of heavy traffic If 
you can advance two players down the ice and pass flhupuck bety#en them,you 
might fool the goalie end launch an easy shot between the posts 


'Q NINTENOO POWER 


It's tough to cover all the ice in aThree-on-Three 
game, especially against teams like New York and 
Philadelphia, but it s imperative to keep a man in 
your Defensive 2 one at all times While having three 
shooters in front of a net increases your scoring opportunities, your 
goalie is exposed if the other team gets a breakaway play 


PMS8INQ 


Good passing is vital to moving the puck down the ice and getting a jump on your opponents 
defenders. It's a good idea to limit the range of your passes to what you can see on the screen 
Most passes made off the screen tend to end up on the end of a defender's stick 


re you blast the puck down the opposing goalie's throat, study the' statistics of the players on 
your team Find out who's fastest on the breakaways and who should make the shots in the final 
seconds of the period The more you know, the more you'll win 

EVERYWHERE AT 
ONCE 





























WAYNE GRETZKY'S 3D HOCKEY 


fifty shots on goal wonjfnean a thing if you Jbn'fhavep.plan before you tap the A Button. Watch 
the goalie and wait fcran opening If you have time, try tola^ of- fiesUate before you make the 
shot It might move w goalie out of position 


A TEXTBOOK PLAY! 


One-timers are the easiest goals to 
score in the game A one-timer is a 
quick pass to a teammate who flips 
the puck into the net Only the best 
goalies can react quickly enough to jam 
a glove in the way of a one-timer If you 


master this textbook technique, you’ll 
have no problems squashing goalies 
and your human opponents 


Burn up your opponent's net 
by pressing the bottom C 
Button as you make your 
shot The net will catch fire if 
the burning puck gets by the 
goalie Like other special 
moves, the Flaming Net is 
available in Arcade mode You 
can't get burned if you're 
playing Simulation mode 


B‘M)u perfect your timing, the Humiliator move 
isfr^iaranteed goal Skate between the two 
face 9^£ircles directly in front of the net and 
executeafcflfl/er shot by pressing the A 
Button and tTOtMjItom C Button at the same 
time This shot isfflWMLiha 


erwT nai 
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Knapping how to use the four C Buttons on your N64 Controller is your key to victory. The left C 
Byfcon checks, the top C Button hooks, the right C Button trips, and the bottom C Button activates 
tdrbo power Read up on defensive strategies outlined here p 


The computer opponent and good humanplayers 
use one-timers to run up the score The best way 
to break up this play is to get betweentwo play¬ 
ers and attempt to peck off the pass before the 
puck is tipped into the net As soon as the opposi¬ 
tion has the puck, slide one of your players 
between the center and the winger 


Blocking and attempting to stop the puck increases your chance of forcing a turnover If you 
see your opponent pulling his stick back to shoot, tap the A Button to kneel down in front 
of the puck and block the shot 


Get close enough to your opponent toTbb m 

the puck by pressing the B Button If ths f _ 

doesn't work and you have the penalties in,, 

turned off, try tnppmg him up by pressing the right C Button or hooking him 
by pressing the top C Button. Just don't play too dirty or you'll end up with 
an ugly fist fight on the ice 




m IWINDM 





















It's fun to turn off the •alties and play dirty, * ^ 
the computer oppone J is the master of disaster in 
no’holds-barred pla^f you decide to be offen¬ 
sively defensive, k out the following moves 
of mayhem. 


You can hook a player and break up a play 
by pressing the top C Button as you 
approach him from behind This move is 
great for slowing down the opposition, but 
it will earn you a trip to the penalty box if 
the referee sees you do it 


Wint<n>> 


Press the right C Button to send your opponent or 
your teammate sprawling across the ice Its easi¬ 
er to trip a player if you approach him from the 
side or behind Make sure the penalties are turned 
off or you'll be the real fall guy 


THE WALL 


When you're falling behind and the opposition is 
finding the back of your net, there's nothing 
quiteaSgratifying as upending one of their 
stars at cSWerice To execute a Power Check, 
press the lenuftgton and the bottom C 
Button as you hit yotirflgm 


If a goalie blocks six consecufflfe shots in Arcade 
mode, the seventh shot transforms him into a 
impenetrable brick wqjjiwl shots aimed at a brick 
wall—includinafjamlfrg pucks—are automatically 
deflecjei^foalie reverts back to his human 
luWffffltTiThe blocks another six shots in a row. 
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GAME 


Hungry for something new 
in sports gomes? Midway 
is serving up a steaming 
platter of the juiciest jams 
and the spiciest gameplay 
in NBA HangTime for the 
Super NES. This Is a spot-* 
on translation of the 
arcade sensation# we 
crashed the boards to 
bring you killer strategies 
and exclusive codes! 


UP/PWM &EIEC1 
AfrJUtt 

3UTI0H& SJWf A MT 


NBA Hang Time is unlike any previous basketball title, coming 
close to the level of a basketball sim while still retaining all of the 
ball-slamming excitement of the "fantasy" hoopfests we've come 
to know and love. The secret is a game engine that is geared 
towards realistic, true-to-stats player performance. You'll still be 
racking up style points for mile-high monster jams, but let's just 
say that, for example, a certain player with multi-colored hair 

won't be con¬ 
stantly draining 
three-pointers 
from the corner! 


Not only do you have the choice of 29 pro teams and 
145 real NBA players, you also have the ability to cre¬ 
ate your own character! You have complete control 
over your attributes, including a choice of secret 
power-ups, and winning games will earn you extra 
power points for increasing your stats 


NINTENOO POWER 





















When you heat the announcer yell, 
“Raises upl", immediately pass the 
ball to your teammate If the timing is 
right, he'll slam it home for a sweet 
and stylish two points If he's already 

on his way down, 
■ he' II maka anoth- 

er attempt from 
the floor 


REAKE 


PrtfSS ST-.?fTT0 SflFCT 




The "artificial idiocy" you've come to expect in many sports games is 

nowhere to be found in NBA Hang Time. Your 
computer-controlled teammates show some 
real initiative and act much like you'd expect 
the real players to act, allowing for terrific 
teamwork even in a 
one-player challenge If 
your partner is known 
for fighting it out under 
the basket and going 
for the rebound, then 
that's the way you 
should use him. 


The only thing your computer¬ 
ized partner won't do on his own 


is pass Beyond that, he' II work the play according to the 
situation and not just drive to the hoop 


Of course, if you prefer fantasy basketball, the folks 
at Midway have your number, tool All codes are 
entered on the Vs. screen, and the three-digit codes 
are entered by pressing Y, B, and A multiple times. 

Legal Coal Tend 9, 3, 7 

Quick Hand 7, 0, 9 

No Comp Assist Right, Right+B, Right, Right+B 
Multi-Power Up, Right, Down, Left, Start, A, B, Y, 

Down+B, Down, Down+A, Down, Down+ X/ dT> 


City Court 


For example, it you want legal goal tending press Y nine times, B three times and A 
seven times on the Vs screen We'll have more codas (as wall as complete coverage of 
tha upcoming N64 version of this game!) in upcoming issuesl 


SUPER NES 























& Anybody 


Moshburn-Kidd 


ljen;$tft 

Sprewell & Smi 

Olp|uwon & Drex’er 

j n 

i n 

Miller & Rose 

Vaught & Murray 

mLI. lokers I | 

Campbell & Ceballos 

Miami Hoof 

Hordaway & Mourning 

Milwaukee Bucks 

Baker & Robinson 

Minnesota 

Timberwolvcs 

Garnett & Gugliotta 

New Jersey Nets 

Gilliam & O'Bannon 

New York Knicks 

Ewing & Johnson 

Orlando Magic 

Hardaway & Grant 


With the ramped-up At working for both teams, it's going to take more than blocking 
and shooting to win one-player games against the computer. You'll have to run many 
different kinds of plays and be able to switch tactics in mid-stride in response to 
defense You'll also have to recover quickly or take advantage of a situation when 
someone makes a mistake (and there will be foul-ups, believe us!). These strategies will 
also work well, of course, with a live partner and opponents, but you'll probably have 
to be even craftier on the court in that situation* 


This play is good to use if your partner likes 
to head downtown immediately. If you've 
been hogging the ball on the last few plays, 
the drones will start hitting you with double 
coverage Jog around the back court for a 
few seconds while your buddy gets set up, 
then make a fast pass. Your teammate will 
be ready and waiting for the wide-open 
jam I 


This also v\orks if 
you're near the hoop 
but can't get a shot 
Hang on to the ball 
and lure both defend¬ 
ers outside, then 
pass and let your 
partner make the 
score 


This move is new to video basketball games If time 
is running down and you can't get inside, roll out to 
the right or left and make a quick jumper This 
cially good if you and your teammate are on the 
side, up against a tight one-on-one defense Dump the 
ball on your partner and push your way inside, making 
sure to keep the defender behind you If you're not double- 

o take the ball and 
unload before your 
opponent can get in 
your face. 


If you're facing up or dowr\ push Left or Right as 
you shoot to lean out on the jump Combined with 
theroll, this will give you pretty good odds onmak* 
ing the shot 


mmo POWER 
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NBA HANG TIME 



Jf the Pick and Roll doesn't come off, you 
may be able to squeeze out a Post Up, if 
you're lucky. If you push inside and pick up 
both defenders, pass the ball back out to 
your buddy for a three-point attempt If he's 
not up to that, he can charge in for a lay-up or a jam. In sit¬ 
uations like this, with a tough defense, a lay-up is your best 
bet It can't be blocked without risking a goal-tending call. 


.Ity .tQread.whaithe.d^fcfyier s are going to do before you make a three- 
point shot, especially in this situation Is somebody going to get in your 
face or wait for the rabound 7 Do you really need the thrae points, and 
what play will give you the better chance to score 7 



Jams are too likely to be blocked in these situations, and a 
missed three-pointer is ripe for a rebound by a defender 



Pass Often 


Gone are the days when you'd be able to spend an entire 
game just charging to the basket for jam after jam. The 
drones here are smarter and more skilled than you might 
expect. They're more than capable of picking off a pass, 
stealing the ball or picking up a rebound, and they'll do it 
with frustrating regularity. The key is to pass and pass often. 
Start one play and then break it off and pass. The drones will 

"learn" your 
plays if you 
repeat them 
too often, so 
keep switch¬ 
ing strategies 
and break up 
the rhythm of 
the game 






Goinq Downtown 


Okay, so maybe you do like to go in for the jam! In that case, 
speed is your best bet Roughing up the defenders will eventu¬ 
ally slow them down, giving you a better chance of blowing 
past them. Whether it's 
a jam or a jumper, 
pressing Turbo and the 
Shoot buttons simulta¬ 
neously will give you 
better odds. On jump 
shots, let go at the top 
of your leap. 




Don't hog the ball and 
always look to see who 
has the better opening 
Yourtaammatahasa 
mind of his own and may 
not followyour lead You 
may want to do one 
thing, but your partner 
may have a better plan 



Tap the Shoot button for 
a fake-out ,| ifou , ll start 
to shoot, then pause 
Press the Shoot button 
again to go for the bas¬ 
ket This trick makes 
you stop dribbling, and 
you'll have to take the 
shot befora you can 
move again Watch for 
thesteall 
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& Stockhouse 


Defense is a lot trickier with NBA Hang Time than with some basketball games, but 
once you get into the groove, it's also much more exciting You'll really need to check 
out what your drone or your live partner is doing, or the opposition will just blow past 
you Are you going for a one-on-one or a zone strategy? Are you going to try to block 
the three-point attempt or get under the net in the hope of picking up the rebound? 
You're going to have to coordinate your players and get your timing down pat, or you'll 
soon be screaming, "Where's the D?l" ■ 


linson & Sobonis 


7«rar?entwT V" V I 

Richmond & Abdul-Ruuf 


Using Turbo on offense can be risky, the faster you go, the sloppier you are and the bet- 
ter the chance that someone will steal the ball When playing defense, though, lurbo 
is a must. Use it to get in front of your oppo- __ 

to I » Mi' when 

Stocking «' < bances of denying 

a shot DE9 fSSuKiJ.I 


obinson & Elltr 


cmfjflc'-Sontcs 1 

«mp & Payton 


Turbo power is slow to recharge, so save t fdr 
the times you really need it Power down the 
court and get in position for whatever defense 
you want to set up. 


*Neirvrf GriSzlic 

Edwards & Reeves 


Wellington Bullets 

Howard & Webber 


Luckily for us, there aren't any foul calls in this 
game, so push all you want. Face towards your 
opponent and press the Steal and Turbo buttons at 
the same time to push. If you catch an opponent 
at just the right moment, even if he's in the air, 
you can knock him down before he takes a shot 
or makes a jam You may also knock the ball out 

* ^ ,s ^ anc * s or 8 ra ^ onto 
yourself, it your stats are 

good enough. Knot king 

someone down n 

ly, especially if he doesn't 
(A ^-S? have much Power, will 
eventually weaken him. 

^ 50011 st - u ‘ to slow 
down, and it will be easi- 
' er to steal the ball from 
him and otherwise disrupt 
his plays. 


r iiltinta Howks 

Blaylock & Mutumba 


Boston Celtics 

Fax & Rad|a 


Chorlotto Horned 

Divac & Rico I 


Substitutions are allowed only at halftime, 
so push your opponents as much as possible 
mthefirst and third quarter If you weaken 
your opponents significantly, you can run 
right over them next quarter 


Turbo Defense 


Pusr tome 


o bnov 


NINTENDO POWER 


































Stealing isn't just about trying to take a swipe at 
the ball Keep your eye on your opponent and 
watch for a pass. If you catch him just as the bal I 
is leaving his hand, you'll have a good chance 
at grabbing it. You can also set yourself up on 
the receiving end or right along the line of the 
pass and pluck it right out of the air If someone's 
trying to put the hit on you, press Turbo while 
standing still to shake him off 


Watch your opponents’ offensive tac¬ 
tics to predict when they'll try to pass | 
If you’re close enough, you can even 
grab the ball on the fly, with maybe just a lit 
tie bit of Turbo boost as insurance 


Monster jams may be pretty, but they leave a 
player wide open for an in-your-face denial Get 
just in front of the hoop and take a Turbo¬ 
charged leap to snag the ball before your oppo¬ 
nent slams it home Timing is critical, and you'll 
have to watch for the fake~out Sometimes one 
player will look like he's going for the jam, but 
then his buddy will leap up just a second or two 
later The ball gets passed to the second player 
in mid-air, and suddenly, you're on the way 
down and the ball is on its way in for two 


Lots of games are won and last an 
this play You can try to black lay¬ 
ups and jump shots, but you'll run 
the risk of getting hit with agoal 
tending call If it looks like noth- 
in' but net, you may want to JL 
back off Jtm 


There's actually a time when you'll want to goal tend, and that's 
when you're "heating up " If you need just one more basket 
to be "on fire," then go for the goal tending calli Your 
opponents will get the points, but it won't courjf’as a 
basket You can then hoof it downtown foJ^ur 
third basket and really light things up! / 


You'll have to judge when goal tending will be ■ 
useful If the shot looks iffy, back off and go for f 
the rebound rather than try to black it on the 
way in The refs may call goal tending even rf the shot 
was a little off 


Stealin 
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Each difficulty level Kawasaki 
In Wave Race S4 has 

mJ 

new wav6 conditions, different buoy placement 
and more aggressive computer opponents. Here's i 
personal watercraft advisory for the Expert Level 



Wild waves, crazy computer opponents and tight 
buoy placement on Expert Level transform the usual 
joy ride on Sunny Beach into a nightmare The 
waves can be your friend, however, if you know how 
to use them to your advantage 


Surf's Up 


In the slalom section of the course, the rough waves 
can really throw off your timing As you go over the 
waves, press Up on the Control Stick to keep the bow 
of your watercraft down. Stay in contact with the 
water as much as possible to keep your speed up. 


Anticipate 
the Turns 

Starting in the Hard level 
courses, you'll notice mines in 
the water Lay off the throttle 
as soon as you hit something 
(or right before you hit it if you 
see it coming), so you'll be less 
likely to lose your grip on your 
watercraft if you wipe out 


Hit the wave after the mines with your Jet 
Ski pointing slightly towards the island This 
will put you in position to clear the yellow 


xJ mrnoo power 





























The normally turbulent Sunset Bay is 
even rougher in Expert Level. Learning 

how to ride the 
rippling orange 
froth while keep¬ 
ing your speed 
high is important 
in this course. 

Jump Around 

You couldn't have made it this 
far without mastering the skill 
of jumping When you go off 
the ramp, land with your bow 
slightly elevated so you don't 
lose speed when you hit the 
water Aim slightly to the left 
of the yellow buoy. 


5pray-Filled 

Slalom 

The waves here will really mess up 
your slalom run if you don't antici¬ 
pate them A wave that you can ride 
through the slalom will break just 
after the first red buoy. If you miss 
it, be prepared for rough # 
sailing ahead # ® 



Touch and Go 

The buoys in the slalom are dost 
packed. Depending on how your wat- 
Craft is set-up, you can take them tig 
or you can use a loose grip setting 
your momentum will help take y 
around each of the buoys as y 
W weave through. 


Fog is a major factor in Drake Lake on 
any of the difficulty levels. For the first 
couple of laps, you'll be forced to race 
through parts of the course almost^ 
blind Memorize the course to insure 
success. 


Pylon Panic 


Take the cut wide around the first red 

buoy on the [•'dWTlf " - 

pylon side of 

the island L _ 

You'll get a » 

better view 
of a straight 

shot through W« 

the pylons Hu 


■ Unforgiving 

I Flotsam 

It's risky to try to maneuver 
through the floating crates Dive 
through the wave in front of them 
{don't jump it) and line up 
between the first two crates for a 
safe trip through. 

Crate Canal 

On your second lap, the 
canal will open at the last ^^^B 
second. Be ready for two 
floating crates where you 
come out of the turns. 


On Expert difficulty, the canal through Marine 
Fortress will open, providing a valuable short-cut 
You'll also want to go around the breaker at the 

start of the race 
because it's too 
risky to try to go 
over it. 
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Just when you thought it 
was safe to go into the 
water at Port Blue, the 
Expert Level stirs up trou¬ 
ble The straight tunnel 
after the first turn has now 
been replaced with a nar¬ 
row, twisting canal. 

Twisted 

Tunnel 

Inside the tunnel, stay on 
the outside for the wide 
first turn, but pull in tight 
for the sharper second turn 
The straight tunnel is 
closed so you have no 
choice but to use the more 
difficult twisted tunnel. 


Ramping Up 


Try to hit the second ramp 
of the three, but don't catch too much air (press Up on 
the Control Stick as you go over) Going too long over 
this jump will eat up a lot of time, as you'll have to 
take a wider turn around the ship to recover. 


Fly over the second ramp and hit 
the water at an angle (pointing 
slightly towards the ship) to 
anticipate the turn ahead. 




You'll notice several differences in the 
Expert level Twilight City As usual, there 
are more waves, and they're in different 
places You'll have to handle some of the 
jumps differently, too. 


Watercraft 
-Breaker! 

Breakers crash in from the ocean at this 
point in the course. Go wide around 
, the first red buoy and ride the wave 
*• through the slalom. If you take the first 

.. turn too tight, the 

*•_ _ waves will push 

you into the 
wall’ 


Over and 
Under 

In the previous 
ty levels you could use 
the ramp to fly over the wall blocking 
passage under the skyscraper, but in Expert, 
you must use the ramp to get enough air 
dive under the wall 


Ridiculous Ramps 

The second and third ramps in the 
course are not helpful-they will only 
slow you down-so you should avoid 
using them. If you bypass them, be on 
the lookout for mines in the water 
You'll need to use the fourth ramp to 
jump the pier 






































Bobbing ice floes and glacial ice sheets make 
for slick and dangerous obstacles on the 
Glacier Coast Interestingly enough, you 
have some control of your watercraft on the 
ice, but use a light touch on the controls or 
you'll wipe out! 


Rather than try to maneuver through the 
small icebergs, it's better to just go around 
them on the left side 


Slippery 

Slalom 


After you exit the narrow corridor, 
go wide and then aim at cutting 
the corner tight When you're on 
the ice, you want to use a light 
touch on the steering or you'll 
wipe out Aim at the red buoy on 
the other side of the ice sheet 


A well-aimed jump off the • 
ramp will put you in a perfect 
position to hit just the edges of 
the icebergs in the slalom 
course Hitting too much of 
the ice will make it more diffi¬ 
cult to control your weave 
thrOUBh 
the buoys 


□as Boot 

On the first and second laps 
you'll be able to use the ramp to 
jump over the shipwreck. On the 
third lap go around, because the 
low tide makes it impossible to 
use the ramp. 


The course layout doesn't change much 
between difficulty levels in Southern 
Island, but the tidal differences will 
. change how you handle the 
3 obstacles in Expert Level 


Watercraft 

As you're heading for the sub* 
merged signs, three waves will 
come out of nowhere Press Up on 
the Control Stick to go through the 
waves and maintain your heading 


Under the 
Boardwalk 

On the first lap, you'll have to 
use the ramp to take off and 
dive under the pier. On later 
laps, with the lower water 
level, you can just ride under 
the pier, so avoid the ramp 
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The 

of the 

StOfji! 

Last month's review of DKC 3 intro 
duced you to the characters and pro¬ 
vided strategies and maps for the first 
two worlds This month you get the 
rest of the story-plus tips for finding 
the toughest Bonus and DK Coins in 
the game's final five areas You’ll also 
find cool clues for dealing with the 
baddies inside the Kaos Kore But 
that’s not all-rumors persist of a leg¬ 
endary place called The Lost World of 
Krematoa, and Nintendo Power is the 
only magazine with the inside scoop! 


The ?itftfiis of 
Writin? on the 

RreMlinsf Ruttiny-Edye 

Last month’s Donkey Kong Country 3 review 
gave you exclusive tips for the first half of the 
game Since that time, Rare*s game develop¬ 
ers have made a few modifications to the 
software The levels Squeals on Wheels, 
located in Lake Orangatanga, and Murky 
Mill, found in Murky Forest, have traded 
places This switch is a lucky break, since 
many game players like to collect extra lives 
in Murky Mill Now you can do 
this near the beginning of the 
game. Nintendo Power will 
continue to keep 
you posted on any 
additional changes 
prior to the 
release of the 


game 







Take a Long 
Leap Left 

From the Star Barrel, walk right 
and drop off the edge onto a steel 
platform Follow the first pas¬ 
sageway you find leading left 
You'll have to make a couple of 
dangerous leaps to find the Bonus 
Barrel, but if you follow the string 
of bananas, you won't get burned 


Toss Dixie into 
the Bonus Barrel 

Just before you reach the letter "N," look 
for a banana twirling beneath a platform 
near the ceiling If Kiddy]umpsashc 
tosses Dixie up in the air, you'll discover a 
hhm hidden elevator Ride 

the elevator in aid 
{■ careVIy r i 
H wy to rhe Bonus 
__ KmS Barrel on the right 


Hit the Bonus 
Trails! 

if you avoid the buzzing Zingers and 
look for lone bananas, you'll find the 
two invisible Bonus Barrels inside 
Demolition Dram Pipe The Bonus 
Games here are tough toboggan 
runs You'll have to practice plenty 
before you can win both Bonus Coins 


WRWRIVS SAVE CAVE 


tfter.«Dixie and Kiddy brokv out the ^ooey v\ ^bs in 

they found * the Jiole ifi 

ait/fo. Ytovwcraft 


aft-the Island \ft« fxtit&em up This ,axic 

SfiBfe dump, M)uH Anally Robot 


DeMOLitfon 






















Bouncing 
Barrel Bonus 

Reaching the Bonus Barrel here is one of 
the toughest tasks in the game Bounce 

across the barrels _ 

shot to the left by the 

Bazuka Kremlmg. then 
use DjxVs Helicopter 

Spin to float tie HllHflftM 

■•/naindcr c: H! J^^HH 

ic* ■ aid reach the ■ 

other side HI 


Ripsaw's 


If you pounce on th e banana 
beneath the letter 'G,' you'll land 
in an invisible Auto-Fire Barrel 
and you'll be blasted bayord the 
reach of the ripsaws sinister 
serrated edge Grab as many 
bananas as you can, 
then snag the DK Com rHE 


by throwing the Steel 
Barrel at the back of 
theKoin Kremling 


The Lowdown on 
the Low-0 Hoard 

Don t be too eager to find the 
flag in Low-G Labyrinth To the 
left of the flagpole is a treach¬ 
erous pipe lined with Zingers 
This might sound ugly, but if you 
reach the end of the pipe, you II 
find bananas, four Bear Coins, 
and an Invincibility Barrel 1 


Dixie and 
Squawks 
can do it! 

You could throw Dixie up 
to this Bonus Barrel and 
risk getting stung, or 
you could do it the 
I easy way and let 
I Squawks fly up 
I through the hole in 
I the ceiling If you have 
I only one Kong, float 


along to the right and 
let Squawks out of 
his barrel 


graimnetf to 


J •• rotating blades to slide out of bis side panels. If 
*■ ■* spring the sitk^ of the bl adSarfhiii^ n leap 
Al* * *d stomp on Hie robot's bead. 

























Drop in on the 
Auto-Fire Barrel 

After you find ttie Star Barr I, continue to 
thv; right until you see two Kipping Klasps. 
If you're brave enough to jump from the low 

_ _ rope, you'll drop 

into an Auto-Fire 
Barrel that 
shoots you 

fe straight up into 

&I the Bonus Barrel 


Beetle Bounce 
Bonus 

Take a long leap off the left ledge 
next to the Star Ban jI and bounce 
off one of three flying beetles 
Continue bouncing to the left until 
you land in a Bonus Barrel To win 
the Bonus Game, you must collect 
twenty starsin twenty seconds 


Attack of the 
Torrential Trunk 

Ellie can squirt the Green Zingers out 

of the way if you fill her trunk with 

water To drink water, stand near a waterfall and 

either press the L Button or hold Down on the 

Control Pad while pressing the A Button Eilie's 

water attack can eliminate a lot of tough enemies 

throughout the game 


Eat the 
Spiny Thing! 

Generally you don't want N'bbla to 
munch on the spiny Lurchins, but make 
him eat the one next to the exit If you 
swim up into this particular Lurchm s 
lair, you'll find a Bonus Barrel Now 
Nibbla can chow down in the Bonus 
Game feeding frenzy! 


Cotton Top Cove would t* an ideal vxtion destina 
■‘•on-if v»*rvn*t **v>ny Kttsatin* Mamin, 
around Thoroughly .VpJorttafrsCth* at *al around th» 
waterfall*. 'Vou'll know youVe^fband-evewthin^-whwr 
%pu s er- tlw '*cflag anafl thfcThgpoietind thoreii 

a&>xd5maion aftenhe flamr- qjfraSrf •yet 


Enguarde's 
Bonus Barrel 

After v u reach the Star barrol, 
follow the tunnel through the reef 
until you arrive at a T-shap* l inter 
section. It might seem easier to go 
with the flow, but if you swim left, 
yeu'H find a Sinus Barrel. 


KHeepmff Ktssps 


Squirt us** wtief jptni* io push away **Jf 
fnfrad r* Hop across thtft'ock; ah<?ad of th c will 
~4 wator .nddtench Saulr* * rycmlrenK,. *r Ik 


Squirt is keeping a ste;dy bal ri«-on ihe tiny, 
illppe^P^-^irrtfindin^the water^H. 






























Set Your 
Sights Low 

It's easy to find the first Bonus 
Barrel if you know where to go Aim 
the barrel balow the toboggan and 
launch the Kongs off the cliff The 
Bonus Barrel will catch them before 
they fall off the screen 


Now You're the 
Krack-Shot! 

Find out what it's like to be a 
Krack-Shot Kroc! This is one of the 
coolest Bonus Games in DKC 3 
Build web platforms left and up 
after you find the letter' N * The 
tricky part is timing your lumps to 
get past the circling Red Zinger 


Double Barrel 
Bonus 

Before you reach the Star Barrel, 
look for a pair of tumbling barrels 
in the middle of a waterfall After 
you jump up into the two barrels, 
try a final leap back to the right 
If you jump high enough, you'll 
find tha Bonus Barrel 


Catch the Right 
Rhythm to Finish 

There's a rhythm to hitting 
the final Lemguins wave 
when you roll toward the 
flag pole Hold Right on the 
Control Pad as you hit each 
lemguin and you II finish the 
leval unscathed 


Donkey Kona Country 3 


KreviBe Kreepevs 


WJcome to the steeps ind deeps of icy K3 # tht highest 
pointed prik in Donkey Kong Country. Jw warm-blooded' 
Matures actually w'at* Mr 

warm your hair) at fclizzartf 1 ear’s Bas^camp. ftn 
av*b«ghe wiped out the i r ail la his cobra, but you might 
adwhet route somewhere near iemguin Lunge 


A Tough 
Koin Kaper 

Fact right and Itt Kiddy 

throw tin «*•#! h*rr'l up 

into the overhead crevice. 
The trick here is to run left 
lest enough-you cen try 
rolling to go faster~so that 
the Koin Kremling turns 
eround at the lest second. 


TeSWwSj) T0i9f!ffrt 


iCMjum lumje 


w Nrash Bear might be the 
champion •witimicr in DKT 
ym: " i, But Bleak the Snowman is 

^ k the best snowball brawler fur 

2a thousand are Ik THilm. Tap 
(Jp or Down on the Control Pad to adjust your Snow¬ 
ball range Since Uixie « smaller thanJ Btfdy , ymill 
find Her easier fo control during BleaVs barrage. =S 
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Short-fused 

Sidetrack 

After you hop to the sec¬ 
ond burning fuse, look for a 
lone banana on the right 
edge of the screen If you 
spring for the banana and 
keep hopping up the side of 
the hill, you II land inside a 
EL § 'us Barrel 


Delve the 
Darkest Depths 

Just to the right of the letter 
are two Lurchms skittering up and 
down a narrow coral corridor Burst 
their bubbles with Enguarde's 
pointed bill and swim down to the 
Bonus Barrel resting on the bottom 


Squitter 
isn't a 

Squitter is the only animal friend 
that can reach Pot Hole Panic s high 
Bonus Barrel Build a stairway of 
web platforms to the left of the No 
Squitter sign If you avoid the bomb- 
tossing Kuchuka, you I! have no prob 
lem picking up another Bonus Coin 


Bombs Away! 

Pick up the TNT Barrel below the 
letter ‘K 'and make a giant leap of 
faith to the right You must hold 
Right on the Control Pad as you fall 
At the bottom you'll land on a plat¬ 
form and the TNT Barrel will blast a 
path to the Bonus Game 


1 Buzzer 


The airy hei-hts of Rizor Ridg. at«. enough to quicken the 
pulse of tb -too.?* seasoned climbers. These peaks are 
hom to tenny and Bjdra, the undisputed mister a 
chairlift * cbtrology. Unfortunately, Bjrtrn can't repair the 
-Upper Ridg.. cftsrr. tf you could find his wi ench, !*e mijht 
you explore th ■ Ic’md jy-Cllfftop Ca Ti ilia* 


Uarboi is the mother of all spiny lurtbins in the dark 
waters of Donkey Kong Country, ftse enguarde's bill to 

the ktiteMns 

^1..,^ back into Barbos's 

EP?C . spiny defenses, then 

W in m 

until sbv sinks into ihe 

ne^sJramber* Keep 
^ ■ TK : repeating this strategy 

W- . » /. until Barbos surrenders. 


■wLMCaiwl 
































The Creepy Caverns 
usdd to be a ware¬ 
house filled with 
barrels of frnanas, 
but now the dusty 
depository is haunt¬ 
ed. B .ware of the 
Ghost Pnrrels—hop- 
ping into or .could 
blast you into a 
bunch of bananas- 
or a ton of trouble 


Who says lightning 
won't strike in the 
samo place twic<;? 
Something inside 
Kaos Kastleiscreat 
ing an electrical dis¬ 
turbance in the sur- 
rounding forest It's 
up to you to stay 
one step ahead of 
the blistering bolts. 


An army of Komdoz- 
jrs has orders to 
stopthjKongs. If a 
Koindozar sees you, 
he'll charge and push 
you off a cliff with 
his shield Jump up 
on top of the Koin- 
dozer s shield before 
he has a chance to 
push you around 


lereh sdrawkcab s'gmhtyrevE The toxic liquid inside the 
Poisonous Pipeline reverses your Control Pad, making 
everything right go left and what’s left go totally wrong 
Take your time and you won t get too confused 


Somewhere in the Kaos Kure lurlu the most menacing 
mechanical monster in the history of Kong Country. The 
five levels leading to Kastfe Kaos are some of the toughest 
stretches of terrain in the entire game. While there's not 
enough space to delve into each level's devious details, 
check out the brief strategic summaries listed below. 


The lost 

WOvld Of 

ReiSMffios! 


We don't wont to spoil oil 
the surprises about the Lost 
World of Kremotoa, but 
Blunder Bear and Baffle 
Bear will blab all the clues 
on how to find this secret 
place. The Lost World of 
Kremotoa is rumored to 
have the roughest and 
toughest levels in the game. 


ROindQzfcr Kifaber 


» II have to give at feast l(M% and ma * 
»» »>4«. A. 1 J lot banana Birds, Bonus, Bear 
■w r-. • • ins are- listed on the right If yoi- 


on the losr worfd ^f Xrematoa, check 
Nintendo Power's Donkey Kong Country 1 


U 1 
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LUFIA II: RISE OF THE 
SINISTRALS 

HOW DO I GET RID OF A 
CURSED ITEM? 



M any players accidentally equip 
cursed items when they lei the 
computer choose the strongest 
equipment for their characters If you're 
unfortunate enough to equip a cursed 
item, you'll have to visit a Church to have 
the item removed. Talk to the attending 
priest and select the LIFT command on 
the menu If you equip a cursed item 
inside the Ancient Cave, the Cursehfter 
Potion will cure your cursed woes 


% rntT'-if 



eS fee /r 
i *h't •rft'Or' 

QCfal i ISknc* 

No 

No 




EQUIP 

STHprioesr 

REMOV# 


Players can accidentally equip cursed items 
when they let the computer choose the 
strongest equipment for their characters 



You must visit a church to have a cursed item 
LtFTed or find and use the Cursehfter Potion 
inside the Ancient Cave north of Grufaerik 



HOW DO I GET THE ViPCARD? 


to 





Y ou'll earn the VIP Card in the 
Auralio Kingdom after you 
retrieve the Ruby Icon for Prince 
Alex and the Gem for Hans You'll find 
the Ruby Icon in the Dankirk North Cave 


and the Gem at the top of the Northeast 
lower near Ferim Kingdom Once you've 
found these two items, return to Prince 
Alex's palace in the Auralio Kingdom 
Walk through the palace and talk to 


Prince Alex three times The third time 
you talk to Alex, hell give you his VIP 
Card The VIP Card gets you into the high 
stakes poker game inside the locked 
room at the Forfeit Island Casino 




Look for the Ruby Icon in the Dankirk North 
Cave and the Gem in Fenm's Northeast Tower 


After you've found the Ruby Icon and tha Gem, 
talk to Prince Alex three times in Auralio 



To play high stakes poker, show the VIP card to 
the attendants in the Forfeit Island Casino 


NINTENOO POWER 
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Y ou must reach the finish line on 
the Princess's Secret Slide in under 
twenty-one seconds to get the sec¬ 
ond secret star. This isn't an easy task, but 
there is a shortcut. Cut the first turn sharp 
and wait until the walls end at the crest of 
the first big drop, jump over the left bar¬ 
rier at the crest of this hill Do a stomp 
with the Z Button just before you land on 
the lower half of the course, then slide all 
the way down to the finish line 



JlL. ifos\ 


If you want another star on the Princess's Secret 
Slide, you must finish the course in 20 seconds 


rrMC 

3 



To find the shortcut, leap over the left barrier at 
the crest of the slide's first steep drop-off 


HOW DO I OPEN THE DOOR IN THE MOAT? 


Y ou cannot enter this door if the 
moat is filled with water To drain 
the moat, you need the Big Key 
from Bowser in the Dark World, but you 


won't be able to reach him until you 
earn at least eight stars. After you have 
the Big Key, unlock the door leading to 
the Castle basement Inside you'll find a 


watery room with two square pillars 
Stomp on the pillars to dram the water, 
then enter the lower door and explore 
the freshly drained moat 



You can't swim through this door, but theru is a 
way to dram the moat if you have eight stars 


Defeat Bowser for the first time in the Dark 
World and you'll earn the basement s Big Key 


Stomp on the two square pillars in the base¬ 
ment and you'll dram the moat Here we gooo 1 



HOW DO I CET MY CAP BACK? 



M ario takes a third more damage 
when he loses his hat 
Whenever you lose your cap, 
re-enter the stage where you lost it and 
track it down. If you lose your cap in 



If you lost your cap in Shifting Sand Land, leap up 
at Klepto as he stalks the skies above yoir head 


Shifting Sand Land, leap at Klepto, the 
big bird who stole it, as he flies by If you 
lose your cap in Snowman's Land, check 
out the ground near the ice building or 
find the Mr Blizzard who is wearing it If 



; ,.! 

If you lost your cap in Snowmans Land, pick it 
ip near the ice house 


you run around the Mr Blizzard, he will 
eventually fall over and you'll be able to 
grab it If you lose your cap on Tall, Tall 
Mountain, climb back up the mountain 
and retrieve* it from Ukkiki, the monkey 



Don't monkey around looking for your cap on Tall, 
Tall Mountain Go see Ukkiki at the summit 
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The glittering, Gold Yin-Yang coins give you four 
times the spin power as regular Yin-Yang coins 


Y ou can spend your Yin Yang 
coins by holding down the L or R 
Buttons whenever Maui is in his 
ninja form You cannot transform into 
ninja form unless you collect at least one 
Yin-Yang coin The coins measure the 
duration of your spinning attack The 
longer you hold down the L or R Buttons, 
the more coins you'll expend You cannot 
execute the Spin Move while in the air 


To cosh in your Yin-Yang coins, hold down the L 
or R Button while Maui is in his ninja form 



HOW DO I GET A PASSWORD? 


T he only way to win a password in 
Mam Mallard is to collect enough 
treasure to buy a ticket to the 
Password Luau and launch all the fire¬ 
works in the Luau Bonus Stage At the 


V-- —V 


beginning of every stage you'll see the 
message "Luau Loot" followed by a per¬ 
centage The percentage is the amount of 
treasure you need to collect to earn your 
ticket to the Password Luau Jump across 



the scenery on the Luau stage to find and 
set off all the fireworks Jf you light all of 
the Luau fireworks, you'll receive a pass¬ 
word and keep any extra lives or contin¬ 
ues you found m the bonus stage 



Maui Mallard won’t find a password unless he 
can find and set off all of the Lieu fireworks 


Look for the fireworks on the plywood moon 
and sun props suspended above the stage 


, fiiJj UOriu 

.a y a a cjf 

PftkSS STfl»i 


You can keep the extra continues and lives you 
find at the Luau if you complete the bonus stage 



FINAL 



7 . 

* 


B efore you can graduate from the 
Ninja Training Grounds, you must 
defeat 10 ninjas and a roving 
throwing star On both sides of the arena 
are two short, stone platforms. Stand on 
these platforms and hold Down on the 


Control Pad While Maui is lying flat 
against the stone block, swing your staff 
repeatedly as the ninjas approach If 
you're quick enough, you can pummel all 
of the ninjas before they can touch you 
The final four ninjas have lightning and fire 


spells, but if you watch them carefully, you 
can anticipate their spells and jump clear 
of their magical blasts After you defeat the 
ninjas, watch the pattern of the wandering 
throwing star and hit it from behind as it 
turns and starts to spin away from you. 



You can easily defeat the ninjas if you know 
where to hide Lie on one of these platforms 


HWEWO POWER 



It s hard to hit a small target Swing your staff 
repeatedly as you lie against the stone block 



Dodge the buzz-saw b'ade of the throwing star 
and hit it as it turns and spins away from you 





































K ing Zing is the buzzing bee wait¬ 
ing for Squawks at the end of 
Krazy Kremland in World 3. To 
defeat Zing, you need to hit him in the 
stinger four times Each time you hit the 


bee, he flies faster and faster. To make 
matters worse, King Zing drops station- 
ary little Zingers in his wake after you hit 
him twice. You can knock the Zingers 
out of the way with an egg or two, but it's 


easier to wait a few seconds and let them 
fade away Zing is temporarily invincible 
whenever he's hit, so do your best to stay 
out of his path until the mean king 
reverts back to his normal form 



King Zing is the last opponent you'll encounter 
in Krazy Kremland before departing for World 4 



After you hit Zing twice, he*ll drop Zingers in his 
wake The Zingers will eventually disappear 



Head-on shots always miss King Zing The trick 
is to nail him with an egg right on the stinger. 


? 



HOW DO I FLY IN PARROT CI+UTF PANIC? 


7 




S quawks can't gain altitude in 
Parrot Chute Panic The exit is all 
the way at the bottom of the bee 
hive To control Squawks, hold Up on 
the Control Pad to slow his descent or 
press Down to make him fall faster. If 
you take your time, you should be able 
to collect most of the bananas in the 
level If Diddy and Dixie get stuck in the 
hive, try jumping The honey oozing 
from the floor is very sticky in places 



Squawks can't fly in the Parrot Chute Panic 
stege, but he can gradually float downward to 
safety Hold Up on the Control Pad to slow his 
descent or press Down to drop like a rock 



If you take your time and hold Up on the Control 
Pad during your descent, vou*ll be able to pick up 
most of the bananas and barrels waiting for you 
throughout the beehive's sticky interior 



■ 1 A Counselors* Corner 

m P.O.Box97033 

F M Jm Redmond, WA 98073*9733 

THE BUGS BUNNY * 
CRAZY CASTLE 2 1 

Q: How many chambers are in the 
castle 7 

A 28 

Q: How do I use the Tightrope? 

A: Point with the Control Pad in the direc¬ 
tion you want to go on the rope Keep 
pressing in the same direction on the 
Control Pad or Bugs will let go 


SUPER MARIO RPC 

Q; How do I get out of the bed? 

Press the B Button to )ump out of bed 

Q: How do you defeat Dry Bones or Vomer? 

A: Use eny special attack (magic spell) 
against them 

Q: Does Mano have to be in the party at all 
times? 

A: Yes. There is no way to switch him out of 
the party 


UNCHARTED WATERS? 
NEW HORIZONS 

Qt Why did my relations with another 
country drop? v fr 

A: All of the countries in the game are sensi¬ 
tive about money If you invest in a port 
that is strongly allied with another coun¬ 
try, it may lower your relations rating 

Q: Why can’t I enter a port? 

A: If your friendship rating with another 
nation is too low, you can't enter its ports 
Try sneaking in at night. 
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Ultimate WEral Komoat 3 ^ € 1996 Midway Mfg Co All right* 
reserved MIDWAY MORTAL KOMBAT, THE DRAGON DESIGN 
and ill characters names are trademarks of Midway Mfg Co 
Distributed under license by Williams Entertainment Inc 
Williams® is a registered trademark of Williams 0GCtronic 
Games, Inc Used by permission. 


Having been thwart 
ed twice before, 
Emperor Shab Kahn 
now seek# to gain 
control of Earth by 


Just whim thought it was safe to go 
back into the dojo, Williams Entertainment 
releases their ultimate tournament fighting 
game for the Super NTS—Ultimate Mortal 
Kombat 3, that is Thif time around / subtle¬ 
ty and "honorable" combat are chucked 
out the window a^shao Kahn and his 
Outworld operatftwhmount an all-out 


interdimensional invasion Whether you're 
rooting for Earth or Outworld, this Pak has 
more of what you've been fighting for since 
the original MK: more characters, arenas, 
options, moves. Fatalities, Babalities and 
every-other-alities than any previous MK 
title This also marks the Super NES debut 
of the new Brutality finishing moves* 


Slndel on the mortal 

f - > 

plane. No longer 

y ■ J 

aided by the rene - 

v* * 

gade:thunder god, 

/ > • ^ 

Ray den. the cham - 


loimng the ranks of Mortal Kombat are Rain, 
Jade, trmac, Noob Saibot and Smoke, bringing 

9 

the totai number of playable warriors to 24 If 

you're wondering who is 

^ behind the center panel 

on the character select 

screen, stick around fpr 
the big Power finish. 


plons of humanity 

A ~ A jv 

must face over 


They may be new to this 
game, but rookies they're 
most definitely not’ 


whelm frig odds In 


what may be their 


WhaJ would a .Mortal 
'Kombat be without .> 
proper place play? 
■w UMK3 features-the best 
k and blopdiesr of the 
MK arega* Mprefpack- 
ground deufii'afltl ani¬ 
mation add to the near- 
death experience 


ravenous forces 


Mortal Kombat 31 












ULTIMATE MORTAL K0MBAT3 



You and your fellow 
kombatant can pick 
your favorite fighters 
or design a team to 
take advantage of 
your enemies' vteak- 
nessos. 


UtUHATi HKJ JiVRHAMHf 


/ -SWt* 


TSUI-/ fA* 


TSVt-Ztt, 


SOfUYA 


SMOKE WINS 


TSU/-/1 .# 
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UMK3 also features_a new "8 Player 
Tournafriertt w Upfo eight players com¬ 
pete m a simple elimination tourna^ 
ment until there is a sole victor That 
warrior is granted the honor of choos¬ 
ing his or her destiny. The prize could 
be anything froftv a glimpse of the 
future to a round o< glorious battle with ' 

Shao Kahn's deadliest assassins!^, 

~ No code noadedherc fortoumey play! Win 

* the battle and take a chance on the prize 


mum 9 


The newest finishing move is exactly what its name 
brutal! There's no style, no finesse, no clever jokes, 
plain, old-fashioned pummeling. Enter the .correct comn^and 
, Sequence right next to your opponent to jaurch utfo a flu/ry of 
jabs, kicks and ^ 

punches that 
would put Jackie 
Chan to shame 
The result? You 
chalk up another win, 
while your opponent gets 
hauled out of the arena in 
a bucket! 


Boy, if only Larry, Moo and 
Curly could have gotten a 
load of this! Take that, ya 
knucklehead! 


Besides the standard one-player game, UMK3 features 
a "2-on-2 Kombat" option that pits up to four fighters 
against each other in a tag team match. This mode 
plays m much the same way as the Endurance Rounds 
against the computer, but with two warriors on each 
side. If one fighter falls, his or her partner will step in to 
finish the battle It's mix and match mayhem! 























No MK game JvouTWM complete'-without a full range of Fatalities, Babalities, 
Animalities and friendships, and UMK3 has everything you'd expect and gore- -er, 
more Along With the n$w Brutalities, all of your old favorite finishing moves are here, 

y To perform a Babality, you cannot Block during the final 
mmality, you must first grant Mercy 


roun 


You must perform a Mercy 
before axacuting an 
Animality To perform a 
Mercy, stand beyond 
sweeping range Hold Run, 
press Down four times and 
release Run. 


One of the keys towinning is your repertoire of multi-hit Kombos and juggles that 
deal out more damage than a similar number of normal blows. Kombos are .activat¬ 
ed by punching the correct sequence of blows for your character, and Juggles 
involve striking an opponent who is already in the air to send them flying upward 
again, "juggling'' them one or more times for increased damage Of course, special 
moves do comelin handy, and you'll be 

•v* hx n r jft|r 

to come up with »ome iO Ti. . r w ones! M I m M 


Computenzed opponents 
may allow you to get 
2 way with a particular 
mt*e for awfule, but 
th® II soon "learn" to 
anticipate that move and 
b)fbk or dodge it 


Finish a tour-hit or larger 
Kombo by executing a 
special move, pressing 
Back and High Kick or 
pressing a direction an 
the control pad and an 
attack button 


Enter the Kombat Kodes on the Vs 
£4 fl screen before it fades The game will 
reward you with oth 2 r Kombat Kodes if 
M you prove your worth. 


If you like to spice things up wiff^fTnch more challenge 
o dash <sf -unpredictability, here ar£ a select few of the 

Kodes for UMK3. These are entered on the 
Vs. screw. The fir£rthre« digits correspond to the number 
of times Bayer One must press Y, B ana \ while the last 
three apply to Player Two We'll reveal rffore Kodes in 


ture.issues 


Ybu can uso tha 
Kombat Kodes to 
practice your 
moves against 
Motaro and Shao 
Kahn before 
entering the tour- 
namant 


The Switcheroo Kodu 
will keep you on your 
toes by randomly mot 
phing your characters 
throughout the match 


WINS 


SUBZERO WINS 


PLAYER 1 PLAYERS 
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With Rayden out to lunch on some astral plane, we thought we'd offer our own tips on each 
kombatant, plus give out a slew of finishing moves. In case you're wondering, FA=Fatality, 

BA=Babahty, AN=Ammality, FR=Fnendship and BR=Brutality Enjoy’ 


Dnce a fugitive troin Kahns assassins, Ram 
has turned from the Lic^t to fight for the 
Dark Emperor With his formidable lightning- 
based powers, Rain is tactically similar to 
Rayden Press Down, Down/Forward, 
Forward and High Punch to unleash 
his Tractor Fireball 


Reptile’s mission 10 capture Kitana at all costs is 
aided greatly by his twin Force Ball attacks 
Alternate between slow (Back, Back and HP + LP) 
and fast ones 

hp f lp) to 


Jax returns with no 
significant enhance¬ 
ments, but with 
seven special moves, 
he doesn’t need eny. 
Always hold the Low 
Kick button, so you'll 
be ready to unleash 
a Ground Smosh 
afteraKombo or 
another move. 


Stryker has kept up with his tram no since 
MK3, adding a new Riot Gun attack (Back, 
Forward and High Punch) to his list of skills, 
Like Reptile ana tus Force Balt, Stryker can 
keep foes at bay by alternating his High ant 
Low Grenade attacks (Down, Down/Back, 
Back and High Punch or Low Punch) 


Jade's Invincibility (Back, Forward 
and High Kick) will render any incoming 
projectiles useless, while her skill with 
the Boomerang ensures that you'll be 
able to return the favor Press Back, 
Forward and High Punch, Low Punch . 
or Low Kick to send out a razor- T 
edged greeting to any point on the 
screen Press Back, Back, Forward 
and Low Punch if you want your call¬ 
ing card to come back. 


The powerful Shield 
Aura (Back, Back, 
Back and High Kick) 
will protect you from 
all projectile attacks, 
forcing opponents to 
come in close for the 
kill When they do, 
auickly conjure up an 
Axe Uppercut (Down, 
Down/Forward, 
Forward ond High 
Punch) to send 
them packing 


5FRYKER 


u: l, i in, uo, LAi, MiT, u 




REPTILE 

| L 



















The Teleport Throw (Down and Up) won't always connact, 
but you can catch even moving targets with it, end it's a great c 
prelude to a Kombo (try four Low Kicks for a quick 23% dam- | 

age). The Clone Throw (Forward x3 and High Punch) is a I 

. good sucker mova, and it can also be used to start a 

Juggle The Ghost Fireball (Back, Down, Forward and 
Low Punch) will temporarily disable an opponents 
wW special moves if it connacts 


Sonya can Do a Juggling 4 

demon. A Jump Kick followed ^ 
by a Leg Grab (simultaneously ^ 
press Down, Low Punch, Block 
and Low Kick) is anough to get the 
ball rolling, and you can also tack this 
on to many of her standard Kombos 


With such n small repertoire, Princess Kitana 
will be sorely challenged by experienced war¬ 
riors Her Fan Lift (Back 
x3 and High Punch) is 

gnat for air defense, but 
can hi: 

murcar gp he- Her Fan %..■ 

Toss (Forward, J 

Forward, High Punch 1 voHf -< 
and Low Punch) is 

faster, thank! ally, than BiHfl 

many other project Ips 


Most of Kano’s moves may 
seem teme compared to 
thosa of the newcomers, but 
even though he stalls big time 
on projectile attacks, he can 
whip out a Juggle pretty eas¬ 
ily Use this Kombo as the* . 
besic building block for a 
Juggle High Punch, High 
Punch, Down + Low Punch 
and Low Punch. 


Is he e clone, che result of a rip m tha time/space continuum or 
meraly a clever imposter? No matter, for this creature has all 
the powers of the Classic Sub Zero, and he knows how to use 
them. All of your special moves are great for countering jump- 
ms or setting up Kombos and 
Juggl 3S 'ibu can freeze your; 

opponent multiple tines W|MUlHdWi|HH 

before an uppercut or a 
Kombo for addud 
damage 


Sub-Zero has broken free of his Lin Kuei overlords, 

and he fi3s traded in his Floor Freeze move for two 

Ice Shower attacks. His sneakiast move by far, 

however, is the Ice Clone trick 

Press Down, Down/Back, Back 

end Low Punch to gener- V 

ate an icy duplicate thet I 

will freeze anyone who 

touches it. Use it us 

d^.fansa or as part of a MHnHPjMNKM 
fata- out rn ra isvi.il BMMiliimiMiM 


NOOB SAIBOT 


FA Hntd LP, F, D, D, F, release LP 
AN* Held HP, press BL, BL, BU rv-leasc HP 
BR HP, LP, BL. LP, HP. BL. HK. LK. BL. HK. LK 


CLASSIC SUB -ZERO 
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Kung I ao is perhaps the most under 
HK; rated komoatant, and he's very effective 
if handled with finesse Fake out an oppo- 
r nent by jumping backward as if retreating, then 
bust out a Flying Kick (Down and High Kick while in the 
air) A Teleport (Down and Up) can lead right into a punch 
and/or a foot 

Kor fco tk 


Unit LK9T9 is not a stand-out in sucn a laiga field of worthy 
competitors, Tha Telaport Uppercut (Forward, Forward and 
Low Kick) is good for an occasional surprise attack, but 
you'd do better to rely on Kombos and Jugglas Use a jump 
kick and a T-Upparcut to start a Juggle or add them to a 

for 

3urr- 


Mileena has raturned to the fray with her 
original powers, but they may prove insuffi¬ 
cient for the task at hand The Forward Roll 
(Back, Back, Down and High Kick) is good for 
tight defense, and you should always keep the 
Sai Toss (hold 
High Punch 
andrHrase) 

charr* I, PllWijW 

in case 


This mysterious ninja nas stepped out of legend and 
into the center of kombat He has a nasty Teleport 
Punch (Forward, Down, Back and High Punch) that is 
devastatmgly quick and tough to counter You can 
alternata it with the Telekinetic Slam (Back, Down, 
Back and High Kick) The Slam BHBHHHHi 
is especially good as a base or 
Jugg’us, just execute a Slam, 
throw a High Punch, then add MliMM 
on othar movas 


Scorpion is in no danger of being overshadowed by 
the newbius His fearsome Spear (Back, Back 
V. and Low Punch) still strikes terror into the 
jfc v hearts of his opponents His was the 

first Teleport Punch 
(Forward, Down, Back 

" j- and High Punch), and its 

' good on defense and 
• f: offense Double High 

HHlH 00 Kicks or Punches will 

rev you up for a Kombo, 

’ as will a jump kick plus 

zutfft n Spaar or T-Punch. 


With so many ninjas and cyber ninjas 
running around, it s a good thing that 
Cyrax nas a couple of moves that set 
him apart, chief among them being his 
Net Capture (Back, Back and Low 
Kick) His many projectile wmmm 

attacks may seem cheap, 
but they're effective His 
greatest weakness is stall Km 

time, however, and teleport* 
ing opponents will ba abla IJ3? 

to take advantage of that "■£ 

shortcoming IM 


FA ft* BL Rm, BL 0 
BA 0, F F, HP 

m HP. IP. LK. HK. BL HP, LP, LK HK. BL, HP, I P 


FA a F, 0, F, LP 
AN- F, a, 0, F, HK 

BR HP, LP. LP. HP. BL HK. LK HK. BL HP. LP 


FA 0, U. 0 D, 0, BL 

AI+ HtW LP, tf*fr press B, B, F, D 

BR HP, HP, LP. BL HK, LK, LK, BL, HP, LP, LK, HK 


FA tJ, 0. U, HK 
FR- B, F, F, B, LK 

BR- HP HP, BL HK x3, LK. HA HP, HP. LP. HP 


FA: 0, o, F, U. Run 
BA F, F, B HP 

BR HP HK HP HK. HK. HP. HK. HP. HK 




















You'll have to be quick on the draw with Kabal He has no real air defenses, but if 
you can pull the trigger quickly on a Tornado Spin (Back, Forward and Low Kick) or 
_ a Gear Slice (Back x3 and Run), you’ll be able to stop any charge or 
set up a foe for a Kombo Double High Punchos or Low Kicks 

Will / 

wl t to 
WM multiple 

i. ft KerLos. RMfliPillwW 


Any tactical plan for Smdel should be built 
around the Air Fireball (press Down, 
Down/Forward, Forward and Low Kick while 
in air) and the Scream (Forward x3 and High 


Punch) A jump-in plus an A-Ball almost guaran 
tees a hit 


Sheng Tsungs greatest strengths actually be'ong to 

other kombatants* His Morphing powers are what make 

him so deadly, and if you'd like to catch 

your foes completely unawares, hero 

arc two new Morphs To become Ram, ftjuU^Mfl 

E ress Block, Run and Low Kick. To Batlijjrfl 

ecome Jade, press Forward, Forward, 

Down and Down + Block Be sure to 
practice their movesl 


sindel . 


fA Rm Run, BL, Rm BL 

av x3, u 

BR HP. BL, LK, BL LK HK, BL HK, IK BL. UP 


Smoke is one of the most balanced and formidable fighters 
in the tournament While most foes will axpect a Spear 
(Back, Bad and Low Punch) if you start inching backward, 
you can always try a fake-out with a quick Teleport Punch 
(Forward, Forward and Low Kick) or ajump-in instead If 
your opponent responds with a jump-m, you can 
always try an Air Throw (Block in air) to counter 
it Invisibility (Up, Up and Run) is also handy 


LIU HANG 


FA. K LP. press Run, BL, Run. BL, 

FRtKRmBftP 

BR HP. BL x3. IK, HP. UP. LP. BL x3 
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Ivlotaros speeded thteee 
ingl y biased hir HtectiAm; 
for very danjetmis clos«|pr 
bat If hetno^ump-iydn 
uppercut is yoiir best if risjc 
cfeiince Youvwn'tJwable to. 
jump past hfe whip-jike tart d 
his power fufhooves. 


It's possible*^juin|j over Kahn's fire¬ 
balls and get him with an uppercut, but 
it’s risky With fi-wshances far * 

Kombos, it will takaa lonitima to brim 
Kahn down As Rayd^n iffflnf say, . 
“Patience and fortitilite my warriors." 


MOT AXt 


G.AM6 oVfift MAM 


Fighting against Motaro .and Ernperbr Shao Kahn is often like beating your head against a brick wall, 
or perhaps, getting your head beaten up by a brick wall 1 Even the most seasoned Kombat veterans 
have trouble with these two, so.here are a few tactical tidbits to help you out. 


Motaro's speed and .cunning are second only to his master's. 
He'll launch straight into a whirlwind of fireball attacks, tail 
swipes, jump-ins and teleports. Though you might be able to 
uppercut him when he lunges m, your best bet is to hang back 
until you get an opening, then jump kick him in the head. This 
will stun him long enough to launch into a quick Kombo, but 
don't hang around. Jump out quickly and repeat 


When Kahn tnes his Shadow Uppercut, quickly 
back off two paces Then run or slide in under 
him and do unto him what he tried to do to you 


The key to defeating the Dark Emperdj 
is to find a character you're comfortabli 
with who can duck below his fireballs 
(not everyone can) When he tries a 
Shadow Uppercut or a jump-in, whip 
out an uppercut of your own to give 
hfm pause When he charges, you can 
‘either stand up, block and throw an 
uppercut or stay down and sweep him 
aside You can sometimes connect with 
a Kombo, but only rarely. Juggles are 
nearly impossible. 


wueiRe tnefte’s SM©ice.J 




To access Human Smoke, th^ hidden warrior at the center of the character 
select screen, first highlight Cyborg Smoke. Simultaneously press and h«!d Left, 
High Punch, High Kick, Block and Run on Controller! until the match starts. If 
Player Two wants to get into the act, highlight Cyborg Smoke and hold Right, 
High Punch, High Kick, Block and Run on Controller H until the match starts, 
ft the code is entered correcHy, Cyborg Smoke will transform into Human 
Smoke just as the' match begins- We'll reveal Human Smoke's special and fin* 
ishing moves in a future issue! v 


■X . 
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□WERPUL 
ICK UPS 


With 11 challenging levels Jo complete, even the 
strongest superhero will need a little exfra help Jo win 
this war. Players will find two basic types of power-ups 
in every stage: ones that can be used to help the heroes 
immediately and others that can be used only before 
enfering another level. You must use fhe latter type 
wisely if you're Jo have any hope of finishing this mis¬ 
sion a winner. 


mm THE PAGES PP 

n el comics cams pipe 
heroes on a mission to 

SRUB OUA PLRflETE 


C —3 These wilt 
toteJIy refill 
e wounded hero's energy 
meter, hut they cee be 
used only before the 
•tart of a level. 


Q Smell tenke 
relill half en 
energy meter, hut like A 
their leigei counter- J 
ports, they cen he useql 
only between levels. ' 


With this hot new Pak from Capcom, Super NES players will have 
to wage war on the forces fhaf threaten our world! Following the 
plot of a popular line of Marvel comics, this one~player action game 
pifs five fearless superheroes against alien forces in a contest to 
recover six powerful Infinity Gems. In the wrong hands, the gems 
can be used to enslave our planet, but if fhe heroes can get 
to them first/ their - ■ ■ ' 

mysterious power 
will make our team 

even mightier! K C * « 


■ 5 ySffnfife, 6 
P»cke 

These will 
^ msteetly i 
give youi heio • smell 
energy hooet. It’e tough 
to make it through e 
level without them. 


—- These will 

fill hell of 

youi hero's eeergy meter 
instently. Not every leval 
hes them, so they're 
quite e findl 


Msmfl These iteme 
allow you to 
mekee devastating 

B ower move it you also 
eve en lelinity Gem in 
your inventory. 


X83P If one of 

youi super¬ 
heroes gete linished off 
by loee, this item cen 
revive him before the 
•tert ol e siege. 











-3 Sasquatch‘s evil double is a dangerous 

LmJjfd J4^f dude, but a simple strategy can make this 

bigfoot go down in defeat. When he stomps 
on the ground to make the icicles fall, you'll want to head to the floor where 
there's room to get out of the way. Now just work your way back to the high¬ 
est ledge and wait for the big guy to leap up to your level Whenever he tries 
to hop to your ledge, unleash a few punch¬ 
es just before he can land ii.aUCI 


fM You can start the game in any of the first four levels, but Alaska is a great 

* Jr place for your first fight. The evil doubles of other Marvel characters will 
make the battles fast and furious, and the level’s treacherous terrain adds an extra chal¬ 
lenge to pulling off smooth attacks. You may want to use Spider-Man in Alaska because 
of his leaping abilities, but the Hulk is the best bet for the final battle* 


perl uiith m 

THE DOUBLES f 

Here you'll be attacked by a 
| horde of deadly doubles, and you 
1 won't be able, tu. etmtfnue on 
your way until you've wiped up 
the ice with alt of them.; there 
are no Energy hicks nearby, so 
try to finish the foes off fast 
before you're 

dealt a lot of } **{ 

damage. 


To make mincemeat out of the 
trio of evil.Pucks that attack you i 
in this area, try pinning a pair of 
them up against a wall while you 
pummel away at them both. If a 
Puck starts a spinning air attack, 
==ftg H just run .way 

in the oppo* { 
site direction 


Here, thrae evil Hawkey*s will aim | 
their arrows at you, and, unfortunately, 
they have the advantage of being iJjove | 
you. time your jumps up to their ledges j. 
so that you land before they've 
reloaded ind nab the Power P'ick to I 

undo some of j 
' ^ thdr damage. | 


ssn mns 























L The ,evei ' s 

final villain is 
Wolverine's dan¬ 
gerous double With his sharp claws and light- 
nmg-tas? reflexes, he's almost impossible to 
defeat without a proper plan of attack. Try stand¬ 
ing over to one side of the platform, then pum¬ 
mel Wolverine so that he falls onto the spikes on 
the floor Keep pounding him as he tries to leap 
back up to your level, but don’t get too close 
to the edge of the platform or he's likely to land 
an uppercut 


/iHinzon 


\M The heroes' hunt for the Infinity Gems takes them to the heart of the 
w Amazon jungle, where they'll be ambushed by hostile forces and flying 
foes while racing down a rushing river. For this mission, you’d be wise to 
choose a hero like Captain America (because of his awesome triple attacks in 
the air), or, if you have the Time Gem to make up for his plodding pace, the 
Hulk is an excellent choice for this challenge. 


Your foes will pursue you from 
either the left or right side of the 
river. If you are successful In get¬ 
ting them to follow you to one side 
(or even keep them offscreen) you 
can dole out the damage without 
much risk of retaliation. 




BOUIS BELOW 

The three evil Hiwkeyes tint are w riting 
below these teci^es ire tough to b^at if 
you try to cha .c th^m around the chamber. 
Just get a firm footing on one of the higher 
platforms and let the rchers bring the fight 


LEAP PH ST 
THE LRSERS 

Try to defeat the two Pucks over to the 
left of the platforms to keep the laser 
that's positioned on the right wall from 
coming into play. Once the duo is 


defeated, leap up the ledges while taking W, 
out the lasers, tf you hurry, they won’t i 
have time to target your hero. 


NINTENDO NM8 






































MARVEL SUPER HEROES 



stage's 
final section of 
platforms, two evil Iron Men will attempt 
to put your character out of commission. 
Starting out on the floor, you'll 
need to make a quick leap to the JSHH 
platform above you to avoid a fast 
laser attack from your enemies fljfl 
Now keep heading up the plat- 
forms as fast as you can and wait IpP . 
for th Iron Men on the orw clos- ^H3 
est to the top When the Iron Men 
come from below, you'll he better HHi 
able to beat back the parr from 
your lofty position. 


/ m There'll be no time to play with the starfish at the Boston Aquarium's touch 
jr tank! This home to sea creatures seems to have sprung a leak, thanks to some 
of your enemies' explosives, so you'll often find yourself gasping for air as well as 
fighting off some powerful fighters. The Time Gem makes ft easier to escape the sub¬ 
merged sections of the stage, and IronMan or Spider-Man are top picks for this level. 


TRIPLE TRG TERRI 

Pounding two evil Pucks is 

only a slight imposition, 

but fighting three of them 

is a serious problem! Take W' 

on this terrible trio by tak- 

ing up a position on 

toe left platform. Now ’^’ ,l 

when the three Pucks _ 

begin their spin attacks 
in midair, you can 
just bop them without | — 

having to leap up to _ 

their level. Ill 


I This section is submerged, to you'll have to 
watch your air meter! If ft runs out, the 
lack of air will ck» some serious damage. 
Luckily, there are only two Pucks in this 
area, so your hero should have no prob- 
. lems giving them the heave-ho in a hurry- 


m 

gjjjL^k, 

■ 




i,i i ;« 

■ Mil* 

11«li T < 1 

TmTirl 












































To defeat Dr 

will have to defend 
against hts two mam modes of attack: an airborne 
assault that fires three rays at your hero, and a 
standing attack of a single laser that shoots from 
his hand. Avoid the first by quickly knocking 

I the Doctor out of the air before he can fire, 
ev de the hand-laser attack by keeping low 
to the floor 


Doom 


/ You can pick from two different paths in this level: one involves mak¬ 
ing a scries of tough leaps to get to the dreaded Dr. Doom, the other fol¬ 
lows lower passages and requires brute power. Choose a hero like Spider-Man 
or Iron Man for the high road and the lumbering Hulk for the lower. Use the 
Time Gem for some assistance in this stage. ~ _ _. 


PRECRRIOUS 

PLRTFORmS 

Caution and care are required to get past the 
platforms and plasma balls in this tough section 
of the stage, -j.. . .. 

Patience is a must. I 

Harm will come to I y j-- 

those who hurry.. { i 


fytJLMAt 


R PETTV PROBLEIT1 

The series of spiked balls that drop from the 
ceiling in this lower section are little more 
than a nuisance for heroes who know their 
secret. (Unlike the truly dangerous ones 
found in the Amazon stage, these balls can 
be damaged if you stand off to their side and 
bash them from a safe distance. 


There are three warp pads in the last 
area of the lower level, but you 
should concern yourself only with 
the warp that's hidden behind the 
wall. Break down the wall next to 
the middle pad and take the warp 
that's behind it to meet Dr. Doom. 


1 


1 


































MdiiliirinliMagus has the ability 

to recharge his life meter 
if your hero can't put him out of commission quickly, 
so keep an eye on his meter and really let him have 
hmmb. |.• it when it gets low. The best 

I when he’s /ust IxR.nnn,. 


beam as he's taking up a 
firing position 


JS After finishing the first four stages, you'll be sent on a mission to a 
r space base where Magus and a horde of evil henchmen are orbiting the 
Earth. You'll have to wage a mighty battle to beat Magus, and if you're 
unsuccessful, your heroes will be returned to the beginning of die last stage 
they played before heading out to his base. 


You're sure to take a lot of damage if yoff 
destroy this defense -system fast Use a 

power attac HavUlr^^T7> 
(Wolverine 1 » 

works espe-" - 

daily well) to — 

quickly defuse - 

large sections 

of the device. ^ n > 


n PULL SUPPLV 

op iRon 

Defeating the four evil Iron Men in this 
section is mostly a matter of speed. 
The first three arc easy to defeat if you 
fight furiously, but the last requires a 
little extra effort. Try to keep your hero 
above or below his hand beam. 


The heroes arc far from finishedl There are still more Infinity Cems to find in the 
next four levels, which include a mission on Mt. Vesuvius and a trek through 
Egypt's searing sands. If you get through ail four of the stages, you'll come face-to- 

face with the all-powerful Thanosl 


l-T 

Lj 


m rm bME 
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Free Fuel 

We'll kick off this month's Classified Information with our 
very first trick for-ta-dat-an N64 game! If you're like us, 
you've not only enjoyed earning your wings in Pilotwings 64, 
but you've also enjoyed just flying around and taking In the 
breathtaking scenery. The only problem is that the gyro* 
copter and the rocket pack run out of fuel pretty quickly. 
There is a gas station in the little States, however, that will 
dole out unlimited fuel for free! It's located at a road junc¬ 
tion in the southeast, between the space shuttle launch pad 
in Florida and the Mississippi River. Just land in the parking 
lot, between the sign and the building, and cross or touch 
the center line. Your fuel tank will be topped off automati¬ 
cally! If you're flying the gyrocopter, just be sure not to 
come to a complete stop, or the stage will end. 


Stege and Special Paeeuiorde 

In the War 3010 review in Volume 88, we mentioned that 
there are three hidden bonus games in this title, and we hint¬ 
ed at how to find the passwords. In case you haven't been 
able to uncover the special passwords, here they are, along 
with the passwords to the regular stages. 







Stage 2: 

Stage 3: 

Stage 4: 

Stage 5: 

Stage 6; 

Stage 7; 

Stage 8: 

Stage 9: 

Stage 10: 

Stage 11: 

Stage 12: 

Stage 13: 

Stage 14: 

Stage 15: 

Stage 16: 

Zanax Checkers: 


YTBHMGH 

JRQDGNP 

RCZKTLN 

PWDNRSX 

TZBMHKL 

CKXLDCN 

KCCRZRT 

MBNVXJC 

QQKFVWD 

NZSTDTP 

LYHJLBN 

DLGFHQK 

HSJVLXF 

FZRJTVP 

GYWCKTH 

CHCKRS 





Zanax Chess: 
Zanax Invaders: 


CHCKMT 

ZNXNVR 


This tnck workain any ot tha 
Littla Statas stagas. liso the 
map to gat your baaringa. 


If you're careful on approach 
you can mahaatouch-and-oi 


you can maha a touch-and-go 
landing and takeott. 


ti3 

*3 

OcS. 

43 

4tf3 . 


This trich works evan it you 
don’t quita touch tha ground. 


Tha rocket pach ca/imakait 
hare from tha Wast Coast. 


Laave thalaat space bfanh 
when using tha bonus pass- 


This classic stratagy gama 
has been given a tataristic 




















flight Game Code 

Baseball season is long over, but to relive those thrilling days 
(and nights!) of doubles and double plays, try Ibis code in 
any outdoor stadium. Press Start to pause, then press Select, 
Down, A and Y. Press Start to return to the game. Once the 
game view changes (e.g., you get a hit and the screen switch* 
es to the overhead view) and returns to the batting screen, 
day will turn into night or night into day! 


This coda works with nne- 
end two-player gama*. Eithar 
player can entar it. 


Night falls once the game 
viaw changes and than returns 
tn tha batting screan. 


I imf 


Infinite Energy end Stege Skip 

This handy pair of codes will help you through the stickier 
parts of this side-scrolling action Pak. On the Game Start 
screen, press Up, X, B, R (the R Button, not Right) and Start 
simultaneously. Hold all these buttons until the screen fades 
to black. This code will give you infinite energy. Once you 
get Into the thick of things, youll also be able to skip to the 
next stage by pressing and holding Start and Select simulta¬ 
neously. The stage skip code can be used at any time. 


Hidden Cherecter end fTlore! 

You know there has to be a slew of hidden characters in 
MKT, and we've got the goods on one of them! Not only does 
this code introduce you to the deadly Chameleon, it also 
activates the Endurance Tournament! We also have Random 
and Stage Select kodes for your Kombat pleasure! 


Random Select 

To activate tha Random 
Character Select nptioa, high¬ 
light eithar Noob Saibot ar Rain 
than press Up and Start. 


Stege Select 

Highlight Sonya on tha 
Character Selact screaa thaa 
prass Up and Start. Aftar ell 
characters have haan chosen, 
tha Staga Salect menu will 
appear. 


Settle tlfith Chameleon 


In a One-Player tournament 
gama, Nghlight Kann and 
prass Down and Start 


Tha tournamaat ladders will 
ba composed almost entirely 
ot Endurance Rounds. 


VOLUME 9 
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Passwords 

Here's your chance to prove your mettle in the battle to save 
two universes! Just don't tell any of the other superheroes 
that you had a bit of help from these passwords... 

Stage 1: TYCKPQ Stage 9: DPWMQZ 
Stage 2: TJYPDF Stage 10: LKLPDX 
Stage 3; ZXCVBM Stage 11: XCSQSS 
Stage 4: KDZCPL Stage 12: MPQPRY 
Stage 5: MHGQZS Stage 13: JKRTSC 
Stage 6: SPLHRJ Stage 14: DXCMGH 
Stage 7: YPMBCK Stage 15: LPJKHX 
Stage 8: SDWZCM 


Passwords 

,£ The evil Jaffar has stolen the Prince's identity and placed the 
kingdom under a spell. Put an end to his dastardly plans with 
the help of these passwords. 

Stage 2: CFGKLK Stage 7: JGBHNH 
Stage 3: DFFKLK Stage 8: KHHGCH 
Stage 4: FGCKLK Stage 9: LHHGDH 
Stage 5: GGMJCK Stage 10: MHLDJF 
Stage 6: HGFHRH 


CMUt 


&HHPiG2 

CQrtrtKCT 


Use these passwords to ekip 
to the reelly rough stuff. 


Running end jumping, running 
end jempingll 


Pessworde mey plop you into 
the middle ot e mission 


Okey, it's time to get your tin 
can in geer! 


Hell of Fame Free Agents 

If the free agent pickings are slim, use this trick to add some 
proven strength to the pool. You must win three consecutive 
Super Bowls with the same team without skipping a game. 
Now enter the next season with the Trade Mode on. Hall of 
Fame greats, identified by the teams and jersey numbers 
they're most associated with, will appear in the agent pool. 


Battsr Than the ATffl 

tf you're in Twoson and need some quick cash, just visit the 
Twoson Hotel. Enter the room to the left of the entrance and 
talk to the man there repeatedly until he gives you money. 


somrifvof 


Ploy the shortest seasons 
end gomes possible to speed 
things ep. 


It's not an easy trick, but the 
peyott will be worth it for true 
gridiron grunte! 


Yot'll need to spook to the 
men eboet 15-20 times. 


Nell eventually fork over $50 
to get you to bug ottl 
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Puzzle lllade Passwords 


You asked for them, so here they are* We've listed the pass¬ 
words to the entire first set of Puzzle Mode stages (up to 
Stage 6-10), plus the password that will access the hidden 
second set of 60 puzzles! 


1-1 

None 

3-6 

FP?D2&!% 

1-2 

FP%D292K 

3-7 

F35J2KIS 

1-3 

FP9J2%93 

3-8 

F39J2325 

1-4 

FPYD2%2P 

3-9 

F36D2P27 

1-5 

FP6J2S9D 

3-10 

F3CD2ZC6 

1-6 

FPFJ25CR 



1-7 

FPMD25IZ 

4-1 

FPLJ499Y 

1-8 

FPCJ27C? 

4-2 

FP2J4%!B 

1-9 

FPQD27J2 

4-3 

FPXD4SK! 

1-10 

FPJD2694 

4-4 

FP3J47MK 



4-5 

FP?J46%3 

2-1 

FPHJ2Y9H 

4-6 

F35D4Y4P 

2-2 

FP2J2BCL 

4-7 

F31 J4F%D 

2-3 

FPTJ2B2N 

4-8 

F3QJ4GMR 

2-4 

FPNJ2C1X 

4-9 

F3LJ4Q%Z 

2-5 

FPKD2M!T 

4-10 

FPXJ424? 

2-6 

FP?D219& 



2-7 

F35D2JCC 

5-1 

FPKJ4HK2 

2-8 

F3%J2GCM 

5-2 

FPRD4NM4 

2-9 

F3BD2GI1 

5-3 

F3%D4X4H 

2-10 

F37D2Q2F 

5-4 

F36D4&KL 



5-5 

F3CD4K4N 

3-1 

FPCJ22IJ 

5-6 

F34J4R%X 

3-2 

FPGD24IG 

5-7 

FPPJH94T 

3-3 

FPHD2H2Q 

5-8 

FP7JHSK& 

3-4 

FP&D2NC8 

5-9 

F3%DH6MC 

3-5 

FPPD2X29 

5-10 

F36JHBMM 


% # 


6-1 

F3CDHMM1 

6-7 

F3HJH3K9 

6-2 

F3JJHFMF 

6-8 

F3TJHD%% 

6-3 

FP5JH2KJ 

6-9 

FPRDL9MS 

6-4 

F35JHH4G 

6-10 

F3BDLS45 

6-5 

F36DHX%Q 



6-6 

F3CDH&K8 

7-1 

FP5D29J! 
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Pesswards seva both the 
stege end the elapsed time. 


See how far you can get in the 
next set ot puzzles. 
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Super Chest Code 

This Player's Choice rerelease deserves another chance to 
shine, and so does this terrific code. Pause the game and 
press Select 16 times to make a cursor appear at the bottom 
of the screen. While holding A and B, use the Control Pad to 
move the cursor left or right to highlight your number of 
lives, coins, etc. Press Up and Down to max them out. Press 
Start to return to your game. 




If you place the cursor on the 
Werio heed end then press 
Stert to return to your gome... 


...you'll also bo reworded with 
e new hat! 


nintendo Power 
Cl ossified Information 
P.O. Box 97033 
Redmond, UIR 
9 B073-9733 


Experts, shmexperts! Vf you've got an awesome tip or a killer code, send it in! 
Well print your stuff alongside the pros' codes. So what are you waiting for? 
Warm up your brain pans, crack your knuckles and press those buttons! 














Toz, thot food-lovin' M) 
devil from dawn 
under, makes o 
remorkoble return to i|| 
the Gome Boy in ^ 
whot can only be ato 
colled o truly twisted 3U 
outing. If you're a 
reoi Game Boy |T» 
chomp wha likes o y 
challenge, yau won't E 
wont to poss up 
T*HQ'$ Taz-Manio 2, with 
its 12 fun-filled stages and 
fost and furious gome play 


LOOK AXL * 


GMEBOt 


TAZS T*l? TttROUGft FOUR LONG LEVELS!!! 


BONUS SCORE 

a 00 
a 0:40 


a 01 


TOTAL a 013500 

■ - ■ ■■ . ■ 

T z c in e m .n extra life if he con- 
sum is 100 Bottle C jps, and he'll pick 
up big points if he finishes level fast 
and collects Comic Books 


Two conniving crocodiles are trying to cap¬ 
ture Tar's family, and our hungry hero has 
to race like a tornado across four long lev¬ 
els to put a stop to their plans. 
Unfortunately, there are a lot of dangers 
down under, like stinging scorpions and 
spear-wielding bush rats that stand in Tax's 
way. And even those baddies are nothing 
compared to the enemies that Tax has to 
tangle with at the conclusion of every level. 
With only his whirlwind attack and an 
occasional special weapon, Tax will have 
his work cut out for him trying to win his 
family's freedom. 


Tha Imis' hidden 
artas contain 
many important 
items, such as 
Lari* Eofls that 
help Taz stay in 
axcollant health. 


Taz can easily 
heat baddies 

I ft I 























Wi!i;Vj fiuwic 

Whiz through this wall and stop 
on the hill to the right Jump and 
spin back to the left to knock the 
kanga from the top of the ledge 
Contmuflto the left 

I tograb^Cormc 
Book 


* All the stages in Taz-Mama 2 are timed, giv¬ 
ing Taz just four minutes to reach the finish line 
Luckily, the Jungle path is straightforward, so Taz 
can explore for secrets and still complete the 
stage in time. The bush rats Taz encounters in 
the Jungle don't throw their spears, so you 
should just close in on the critters and do a tor¬ 
nado attack to take them down. 


When you 
come to this 
turtle sitting 
at the base of 
e cliff, jump 
off him to the 
left to uncov¬ 
er some excel 
lent loot 


Use this little turtle to leap through the cliff You'll be 
rewarded with a Comic Book and an extra life 


i'LU'1 

I Don’t miss this power¬ 
ful item located near 
the stage's finish linel 

J it provides the tool 
' crucial to defeating the 
level's final foe, the 
Tree-trunk Tank I 


To save his mother from a life behind bars, Taz will have to pass through the 
Condo Caves, home to the outback's wealthiest creatures Unfortunately, the caves have^3\ 
recently become infested with seed-spitting plants, high-hopping kangaroos and some ^ 
other vicious varmints While fighting off this large cast of critters, Taz will have to keep an 
eye on the clock and avoid getting lost in the caves' long labyrinths of levels 

A J&Al HAt -i'W ^ ^ ^ ^ O& Uu&UJ jiffUffS 

I" , 1 ; unless you auick- ] ’ ' 

attack 1 ^ t v 


^ J 'Jj’l* 

This stage is ■ 
harder than 
the first, but 
there are 

S of 
s to 


Spikes area real 
pain, so angle . 
your leaps to 
avoid hitting the ones 
on and above these ledges 


. unnels to 
find, so don't 
worry about 
wasting your 
whirlwind 
power. 


Tho finish isn't hard to find in this 
stage, but you’ll still face lots of 
foes. Just take your time end just 
tap tho B Button to attack. 


Mil fts 
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m rr “^ In this level, Taz must make his way through a maze of mine 
shafts in search of his missing sister, Molly Besides taking on toucans, bar¬ 
reling past bush rats, and clobbering bomb-carrying kangaroos, Taz must 
navigate treacherous underground terrain. To be on the safe side, use plen¬ 
ty of caution when approaching crumbling stalactites, and be very wary of 
large pools of water 

siu yisisiiiisi mmz 

Most of the bonus items 
ere buried beneath the 
mineshafts,so look for 
places on the floor 
where the stone can bo 
easily pulverized. 


nzM tin -si) ijsa ajiiftifts 

To get up this senes of steps, 
stand with only Taz s left foot on 
the edge of the ledge and make a 
high leap 
to the 


To get over this under¬ 
ground lake, wait until 
the bat turns away 
from Taz and then leap 
for its feet Hang on 
until the bat begins to 
go back to the left, 
then make a giant jump 
for dryland 


next level 


To reach bonus iterns in high places, start 
to spin while sliding down a slope and 
jump just before you're under the object 


In the tesf of the game's four 
levels, Taz heads out into the 
blistering heat of the outback to 
bring back his missing little 
brother. Prepare for a true test 
of Taz’s skills The desert's 
wide chasms require some 
challenging leaps, and in this 
wild and arid land, Taz's 
fiendish foes are almost always 
underfoot 1 


• -Mas i 


This is a short and easy 
stage as long as Taz goes 
slowly enough to deal 
with the gaps and the 
desert's many enemies 






u 


Leap off the cliff to 
get this extra life and 
spin into the stone on 
its left Keep heading 
left to get Taz back on 
track 




across two plat¬ 
forms and sliding 
off a slope, Taz will 
land on a ledge 
with two spear- 
wieiding rats Hop 
on the platform to its right before the 
rats can do much harm 






































































To take on the tank, stay to the left and hop up when an arrow 
is overhead Throw a tiny tornado at Bush I ad at the top of your 
leap, and jump again as soon as you land. When you run out of weapons, 
hop onto the tank and keep hitting Bushlad with tornado attacks. 


If you can force Francis 
Bushlad to fly the white 
flaq,Taz will finally he 
reunited with his father 


You'll have to hop high to hurl tiny tornadoes at Bushlad s head 
If youusa up your weapons, you’ll naed a more direct method. 


Wait i/ttil the egg lands to 
begin your first leap, then leap 
up again and use a tiny torna¬ 
do to attack the big bird (You 
won t have worry about the 
beby pterodactyl this time) 


To defeat the ptero- 

dactyl, stand on the left side of the ftl_ 

screen and wait for her to lay an egg ■■■■ 
When the egg lands on the floor, leap up and to the right 
to avoid the newborn bird. Now jump up again and toss 
a tiny tornado at the pterodactyl Repeat until you're out 
of ammo, then just jump and use your tornado attack 


When you're all out of weapons, you II 
still need to follow the same pattern 
of attack you used before, but this 
time, just jump up and gently tap the B 
Button to bring down the bird 


bBuVC &AT0E 


To get the upper-hand on Axl Gator, hop 
onto the platform and let it descend until you're just out of 
the boomerang's flight path Now begin jumping just as Axl 
throws his weapon and quickly fire off a tiny tornado. After 
your first attack, continue jumping and throwing tornadoes 
Axl will be axed in no time. 1\ 

11 I ‘ “T 4T ! Youcanhurt 

jfyjj ^ he's^not hold* 


There are two stages to beating BuL Gator In 
the first, get to the screen's right side and leap up just as Bull 
begins to drop his bombs. Throw tornadoes at the top of 
your hops until his plane is kaput After he crashes, just keep 
beating Bull with tornado attacks while jumping out of the 
way of his weapon 


If Taz jumps just as 
Axl lets loose with 
the boomerang, you'll 
be safely out of the 
weapon's way before 
itretirns. 


If you run out of tiny torna 
does, don't worry You can 
still take Bull down with 
your whirlwind ability. 


After Bull crashes, stay in 
close, leap over the line of his 
fire, and use a tornado attack 
as you land. 




While the ? ,-al keys to bating the t ted guys are timing' and ;ood retiexb* you Have 
almost no chance of defeating#) se challengers uolesf you ftkdte the .pmcial tofapon in 
the last Mage ot every level. Without it, yuu won't be able to hit these big baddies Irotn 
- t» distance, and you'll h • > • ty feJyon your tornado - cfc. 
















































MARIO IV SSOO 
U.S. GEOGRAPHY 
THE TCH TMOU5HHO 
ISLANDS LIE NEAR 
THE CITY OF 
EUEftCLAOES IN 
THIS STfiTC 


WHAT is: 
flowioa 



AOCOEFCH1JKLN 

HOPDRSTUUWXYZ 

OJZ3T56789 
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Jeopardy Productions®, tac 


* 


Cot a head full of facts? 0 MfT A SPELL 



Then grab your Came Boy 
for Cametek s latest 


portable version of a 
great game show! Made 
with the help of the quiz 
masters at Jeopardy 
Productions, Jeopardy! 
Platinum Edition 


You get 10 seconds to push a button, signaling to the 
bubbly host that you've figured out the question to the 
answer. You then have a full minute to spell it out. 
jeopardy! will accept such misspellings as "Eriee" for 
"Erie," but can be unexpectedly contrary. For exam¬ 
ple, you'll have to spell out "Bay of Fundy" instead of 
just "Fundy." 
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HA ft I O 

SCIENCE 

A PILOT OF A 
SPACECRAFT LIKE 
HE SPACE SHUTTLF 



WHO ZS AN: 
ASTRONAUT 




ABCDEFGHIJKLH 

NOPBKSTUVWXYZ 

01234567C9 


SPC 

DEL 


O DUELING DUOS 




challenges your grasp 
of a wide range of 
subjects, including 
the 1940s, nature and 
travel and tourism. 


The computer-generated rival will never be mistaken for a rocket scientist For a fast-and- 
furious fact fight, face off with a friend to find out who's the real master of minutiae! 
You'll share die same Came Boy. The first player buzzes 
the host by pressing the center of the Control Pad, while 
the second player presses the A Button. If you buzz first 
but give the wrong response, your rival has the chance 
to buzz during the rest of the 10 seconds. 


U . S . A 

SOUTH OAKOTA*S 
OFFICIAL ONE IS 
UNOER GOD THE 
PEOPLE RULE 



WHAT IS 
MOTTO 



Cartuony graphics, complain 
with huga griis when your char' 
actor gats a correct question, 
add to the gama's fun. And of 
course, thares the familiar 
Jeopardy! tuaa. 


O FINAL JEOPARD*/ 


A 


Just like the big show, Jeopardy? for the Game Boy concludes with 
Final Jeopardy!, in which you any wager amount up to your entire ^ 
winnings. Even if you're trailing badly after the first two rounds, a cor¬ 
rect question in Final Jeopardy! can still win you the game, Provided, 
of course, that your rival blunders badly. Leaders should wager cau¬ 
tiously and big leaders should wager very cautiously. Do some quick 
math to make sure that even in a worst-case scenario, you'll still win. 


H THIS ROUND THE 
SUBJECT WILL HE 
REUEALEO A IN 
URN THE PLAYERS 
ILL ©E ASKED HOW 
MUCH OF THEIR 
INNINCS THEY WISi 
TO WACEA. THEY 
WILL THEN ENTER 
THEIR GUESTIOH « 
THE OTHER PLAYER 
MUST LOOK AWAY 
URINC THIS TIME 
LAYERS MUST HAUL 
INNINCS IH ORDER 
TO PLAY. 


r 


THE f 1HAL ItOHAhOY 
CATEGORY IS.... 

SOIL TYPES 

HARZO 


ENTER A WAOER 
ISO TO S 5100 
$ I OOO 

FROM 

J 
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NINTENDO POWER 




















If Jeopardy! Platinum 
Edition has too many 
tough answers for you, 
try Teen Tournament on 
for size! The format, 
characters and even 


■ 98 Gametefc^ Inc. 
Jeopardy Productions Inc. 
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o VOU'BE THE QUESTION 

6 auwoaiTV 


many of the categories 
are the same, but this 
pak is slightly easier. 
With its emphasis on 
basic knowledge, 
Jeopardy! Teen 
Tournament makes an 


Teen Tournament has more of a U.S. flavor, with 
categories on the presidents and states. TT also 
takes a more light-hearted approach. It will test 
your knowledge of comics instead of British 
history and the other weighty subjects found in 
Platinum Edition. Jeopardy! is not a pure test of 
memorization. In both Platinum Edition and 
Teen Tournament, you can often figure out the 
correct question even if you can't remember it 
right away. That's because the writers usually 
squeeze an extra clue into each answer. Generally, 
higher the dollar value of an answer, the tougher it is 


ft HOUSFHOLD 0 ° 


THE APPEXAHCE 

DX SHES 


VHAT IS A* 


Q6COEFGHX JKLH 
HOPGRSTUUWXYZ 
0123456769 
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o oauv DOUBLE 



excellent choice for the 


younger player. 


A highlight of each round is the Daily Double. 
Pick this hidden square and you can bet any 
amount up to your total winnings. If you've 
won nothing, the genial host will allow you to 
bet up to $500 in Jeopardy! and up to $1,000 in 
• double Jeopardy! Double Jeopardy! has two 
Daily Doubles. You'll have 30 seconds to spell 
out the correct question and win this double-or* 
nothing opportunity. The Daily Double offers a 
great opportunity to win big—or lose everything! 


Daily 

Double] 


Q FACT0I0 FACE OFF 

Just like Platinum Edition, Teen Tournament allows you to com* 
pete with a friend on the same system. (A 1- or 2-Player mode, if 
you don't like the categories you've received, you can press the 
B Button before beginning play and the pak will randomly gen* 
crate a new group of categories. You can also choose your on¬ 
screen character by pressing Up or Down on theControl Pad. hi 
1 -Player mode, the Pak will chose its own character and name. 



SELECT YOUR GAhE 
1* US. COMPUTER 
PTMO PLAYERS 
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NAME IT NOW! 



Do you really know games? Glance at a 
clock or watch and then lake this timed 
test for fun and see- how fast you can 
name five games that include the follow 
mg characters or features: 


sword. 

Someone or something named Gaia. 
Yoshi. 

A casino. 

sound effects code. 

Goombas. 

«* 

i * 

did you do? Compare your time to 
the following scale: Under 2 minutes: 
Game Ace. 3-5 minutes: Power Player, 
5-8 minutes: Arena contender 8-10 min¬ 
utes: Not bad 10-15 minutes’ Somebody 
interrupted you, right? 15+ minutes: Play 
more games, read more Power. 


CHALLENGE #1 


CHALLENGE #2 



PILOTWINGS 64 

Here is your chance to take your best 
shot from the Hang QUder in any 
stage of PilotWings f>4. Snap photos 
of the coolest ytews, angles and 
close-ups in the game, then take a 
real photograph of the picture in your 
photo album. The Arena judges will 
vote on the best pictures and award 
the winning photographers four Super 
Power Stamps each. If your photo is 
gallery quality, you might see it in a 
future issue of Nintendo Powerl 


SUPER MARIO 64 

What's your fastest time -down the 
Princess's Secret Slide? (Have you 
found the shortcut?) Take a photo of 
your best .titne—it should be under 
twenty seconds—and send it to the 
Arena. The twenty slickest sliders 
with the best times will win four 
Super Power Stamps. Nintendo 
Power Super Power Stamps are good 
for cash off the awesome gear sold in 
the Super Power Supplies Catalog 
sent to subscribers of Nintendo 
Power. 


DKC3: DIXIE KONG’S 
DOUBLE TROUBLE 

How fast can you run, swim, chmb 
and roll through the Riverside Race 
course in Kremwood Forest? It might 
be easy to avoid the insect swarms 
and beat 8rash 8ear's winning time, 
but how do you measure up against 
the best players in North America? 
Pause your game and take a photo of 
your time when Kiddy or Dixie is 
standing by the flag pole. The top 
twenty times win four Super Power 
Stamps each!'' 
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SUPER MARIO KART 

Best Times on Koopa Beach 1 (Volume 82) 

Matt Warner Montezuma Creek, UT0:41:69 
David Wonn Gahanna, OH 0:52:76 
Kelly Anderson Northfield, MN 0:5720 
Jason Bcshersc Kress, TX 0:5b. 16 

Frederic 8 usque Pmtendre, PQ 038:44 

Seth Thomas Norman, OK 0:58:54 

Chris Kennedy St. Paul, MN 1KJ1 £5 

Travis Taylor Anchorage, AK 1:02:7B 
Justin Secgmiiler Phoenix, AZ 1 :03-46 

Sentamin Scab San Francisco, CA 1203-61 


SUPER MARIO KART 

Best Times on Mario Circuit 2 (Volume 84) 

Jared Anderson Lincoln, NE 
Jon Keeler Grand Rapids, MN 

Christopher Tang Jamesburg, NJ 
Brian Claycomb River Falls, Wl 
Arthur Subrm Palm Bay, FL 
Aaron Kaluszka Pilot, VA 
Stephen King III Suquamish, WA 


James Hanke 
Steve Rose 
Mike LeRoux 
Steven Weiss 
C dric Charest 
Dan Herron 


Walcrville, KS 
Like Zurich, IL 
Woodbine, MD 
Old Bridge, NJ 
Marieville, PQ 
Flint, Ml 
Landon Nardini Waterloo, IA 
Scott Pattullo Healdsburg, CA 
Herald Richeson Clearwater, FL 
Jordan Sikora Delmont, PA 
Derrick Lawton Alexandria Bay, NY 
Dave Bur master Niskaguna, NY 
Chris Sula Joliet, !L 

Michael Grisafe Ventura, CA 

Justin Moore Oregon City, OR 
Jonathan Carts Houston, TX 

Boiling Spring, PA 
Stanhope, NJ 
Needham, MA 
Belchertown, MA 
Orian Hennessy Clearwater, KS 
Andy Pucker Granton, Wl 

Joshua Santos San Jose, CA 

David Olaechea West New York, NJ 
Jonathan Ludwig Lexington, MA 


Juslin Vail 
Aaron Cole 
Gregory Ardini 
Rene Crete 



Christopher Tang Jamesburg, NJ 
Andy Becker Hampshire, IL 

Richard Gregano Jackson Heights, NY 
Eric Cosman Walnut, CA 

Justin Seegmiller Phoenix, AZ 
Eric Goodwin Dublin, OH 


Marc Thiele 
Patrick Malie 
Slephen lensi 
Nathan Trey 
Sonny Lupica 
Austin Mohr 
Richard Lenga 
Erik St* Hilaire 


Norton, KS 
Youngstown, OH 
Bristol, CT 
Durango, CO 
Strongsville, OH 
Marion, IL 
Batavia, OH 
Winncpeg, MB 


Justin Frederick Seaside, CA 
Joe Kanke Deerbrook, Wl 


121:04 
124:64 
125*62 
1:26:13 
126:38 
126:40 
1:27:10 
1:27:3H 
1:27:46 
1:2B:37 
12B:49 
128:59 
12922 
129:24 
129:B7 
1:30:22 
130:25 


Kevin DeAnna 
John Stoveld 
Larry Licht 
Ken Hand 
David Skae 
Jason Yu 
Rob Eiden 
Cyndi Zaino 
J. P. Prusak 
Keith Cox 
Jason Mundell 
Kevin Jackson 


Cedar Grove, NJ 
Gormley, ON 
Sewell, NJ 
Pickering, ON 
Cresco, PA 
San Gabriel, CA 
Champlm, MN 
Melville, NY 
North Pole, AK 
Kountzc, TX 
Okotoks, AB 
Davie, FL 


13030 

Kenny Hamilton 

Aurora, CO 

13033 

luke Markko 

Barrington, IL 

13037 

Chris McBride 

Grand Forks, ND 

130:77 

Jason Miller 

Altoona, PA 

130:77 

Javier Morales 

Carpinteria, CA 

131:25 

Handy Nguyen 

Pomona, CA 

131:46 

Tim Nicholson 

West Baden, IN 

13136 

Jack O'Brien 

Long Beach, CA 

131:86 

Joey Panzik 

Branchport, NY 

132:11 

Kevin Peltonen 

Waupaca, Wl 

132:41 

Wayne Preston 

Shoshone, ID 

1:52:44 

Ramon Rogers 

Jefferson, OH 

132:68 

Paul Sample 

Madison, SD 

132:76 

Greg Schubert 

Campbell, CA 

132:89 

Kevin Smith 

Westfield, NJ 

133:02 

Daniel Solem 

Tucson, AZ 

13329 

Michael Starcher 

Dallas, TX 

133:49 

Trevor Stayer 

Edmonton, A8 

133:77 

Brett Taroli 

Old Forge, PA 

133:79 

Lauren Welker 

Waterville, OH 

133:79 

Bill Wu 

Woodland, CA 


Jason Rosenberg Dwingt Mill, MD 


13422 
134.35 
134.42 
134:45 
134:88 
134.98 
135:00 
135:37 


SUPER MARIO RPG 

Best Times on the Moleville Mountain Mine 
Cart Ride (Volume 85) 

Jonathan Wirth Iron Mountain, Ml 137:18 
David Lamps Rockford, IL 2:02 88 

Fabian Correa H unfmgton Station, NY 2:02 .-95 


OKC 2: Oiddy’s Kong Quest 

Bosl Times for 102% (Volume 80) 


Eddie Kay Irvine, CA 

Ronny Donahue Portage, IN 


Bobby Najari 
Scott Isokane 


Richardson, TX 
Honolulu, HI 


1:30.*63 

Sean Lui 

Arcadia, CA 

1*2 

Ryan Craver 

Makawao, HI 

1:30:B1 

Roy Deller 

Pasadena, CA 

1:58 

Robert Uebde 

Parkland, FL 

130:88 

Donna G re tty 

Tacoma, WA 

2:02 

John Vasquez 

Ontario, CA 

130:95 

Daniel Rentz 

Winnipeg, MB 

2:32 

Tom Lyman 

Chicago, tL 

131:10 

Oobby Salazar 

Kingsville, TX 

2:37 

Scott Suszek 

Brookfield, IL 

131:66 

Rick Demers 

Seattle, WA 

231 

Danny Corder 

Reno, NV 

1:31:69 

Tim Ferrara 

Apache Junction, AZ 

2:44 

Nick Goracke 

Rochester, MN 


131:96 
132:14 
13236 
133:27 
133:37 
1 *33:93 
134:07 
1 -3423 


2:04:15 
2:04:41 
2:0433 
2:05 36 
2:05'7B 
2:0631 
206.38 
2.06.73 
2 07 30 
2 08:48 
2.-0938 

Brandon Powers North Highlands, CA 2:11:16 


MEGA MAM X3 

Completed Rhino Stage first (Volume 84) 


SUPER MARIO KART 

Best Times on Bowser Castle 3 (Volume 86) 

Michael Oram Willowdale, ON 1,47-60 

Eric Hunnewdl Jefferson, ME 1,48,18 

Richard Rowell Santa Maria, CA 1.4828 

John Morris Miami, FL 1 *4836 

Kevin Bogabtus Evanville, IL 1:48 49 

Jason k Oration, MO 1:48*6 

Chanelle Oetting 

Tuny Karpinski Conway, SC 1.*4936 

I Egolf Sykesville, MD 1:49*7 

Anciano Cerntos, CA 1 *9:79 

* •• M 1*9“ 


Lincoln Abrcu 
Joshua Bellon 
Pat Britton 
Joshua 8ycer 
Keith Chase 
Ivan Cheung 
Neal Chrislianscn 
Wesley Cobum 
Jeffrey Cochran 
Rob Coni on 
Chrislopher Davies 
Michael Ducharme 
Cory Eberwein 
Chris Estes 
Matthew Fitzgerald 
Jeff Gilman 
Ben Goldsmrth 
Anthony Grohosky 
Kelly Hallett 


Sunnyside, NY 
II right wood, VA 
Lake Orion, Ml 
Cherry Hill, NJ 
Willimantic, CT 
Frankfort, KY 
Los Banos, CA 
Kingwood, TX 
Stockbndge, GA 
Hartland, WJ 
Toledo, OH 
Johnslon, Rl 
Kenton, OH 
Batesville, AR 
El Paso, TX 
Lander, WY 
Sedona, AZ 
Collegeville, PA 
Lockport, M8 


Marcus Smith 
Dan Huber 
Tom Lyman 
Dan Gentrie 
Eric Rogers 
Kyle Koerber 
Mike Yi 

Jonathan Vtalla 
Shawn Murphy 


Wingate, NC 
Mahomet, IL 
Chicago, tL 
Austin, TX 
Berlin, CT 
Spring, TX 
Cincinnati, OH 
Woodridge, II 
Scott Depot, WV 


IP i| | ? 


f #"« 




Top Orchid Score's (Volume 83) 

Jared Barron Monroe, Ml 152,500 


M, Gabianelli 
William Gorga 
M. Hernandez 
Brett Hudson 
Chris Langford 
K. McDaniels 
R. Vigeant, Jr, 


Seymour, CT 
Chicago, tL 
Wilmington, CA 
Garden City, KS 
Sioux Falls, SD 
San Clemente/ CA 
Browns Mills, NJ 



2:11:41 

2:11:7 

2:11:7 

2 *, 12 : 1 * 

2:12:80 

2:12.08 

2.12;B§ 

2:1331 

2:13* 



Write your name, address and Member Number on 
the bock of your photo Challenges in this issue 
must be received no later then January 10,1997. 
The top qualifiers receive Super Power Stomps 


EIUTEB THE ARENA 

Include your Super NES in the photo of your high 
score Dim the lights and thon take a few photos 
without a flash If you're taking a photo of a GamE 
Boy, place it on a fist surface. 


Address entries to' 

POWER PLAYERS'ARENA 
PO BOX 97033 
REDMOND, WA 98073-9733 
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extra power for his spe- [ WgTT J jF jMjjMMgggrrggfl 
cial moves. As you ^>Tfr ^^F^Z^SSSSS wtt; 

graphics has earned jW 

Kombat 3 a Mature rat- 

big question is, should wmSSSSSSSm^^m^^^SS^m 

you shell out more 

bucks for another MK game? It really all depends on how 

much you like MK, what 

Y° u ex P Grt for your 

ywMM^K Wg jm 

8 l/MK i is, arguably, thi 

Ilest oi all the 1 1 >-bit MK>. 

It has the most kombat- 

J{ f J\ _ | ants, modes and options 

for your buck, but 
a quantum leap over 
MK3. If you really want the ultimate MK, you should con¬ 
sider Mortal Kombat Trilogy for the N64 


Company. 

* Release Date 
Memory Size 


Midway 

November 1996 
32 Megabits 


Shao Kahn's immortal reign continues on the 
Super NES. 


Where will it end? Shao Kahn's thirst for power has taken 
him through an Outworld portal into the Earth Realm 
where he strips the souls from every human except those 
who have been chosen to fight in the new Mortal Kombat 
There may be drama in the story, but the game play is 

tired-and-true MK 
aT" j •- J '|S11j*p- Twenty-three selectable 

if ViLm fighters and an undis- 

^p'fMh closed number of hidden 

' a' V | 0rS ^ aCe "°^ >n tOUr ’ 

p. r, \V Wm| Jl modes, you can play 2- 
LliWWT ■& 1 ’ on-2 (sort of like a tag 

team match) or you can 
stage an eight-player tournament New Brutality moves 
have been added to the fighting repertoire, giving players 
a richer mix of mortal moves. There's also an Agressor 
meter which rewards the player who attacks the most with 


Q Excellent graphics Brutality moves Lots of Kombat Kodes 23 
fighters 

Lots of frenzy without a lot of strategy 


1-PLAYER MULTI-PLAYER MULTI-PLAYER PASS- BATTERf-BACKED 

MOOE ALTERNATING SIMULTANEOUS WORD MEMORY 


GAME SUPER GAME BOY SUPER 
LINK ENHANCED FX CHIP 


Ultimate mortal kombat 3 



mrnoo power 

























KILLER INSTINCT COLO 



n 

y 

Company...Nintendo 

Release Date ..•••••December 1996 
Memory Size .......96 Megabits 



Kl Gold rocks fighting games to the core. 



The cruellest game of the future is back on the air, coming 
to you live from exotic 
locations around the 
globe. The televised 
battles of Ultratech 
have never looked so 
realistic Rare's 3-D 
backgrounds bring the 
action to life, but don't 
take away from the 
arcade feel. Most of the 




moves and strategies are 
taken from the arcade 
version of Kl 2, as are the 
characters. The coolest 
additions to this version 
are the training and prac¬ 
tice modes, which are 
the best in any fighting 
game. Most players will 
notice the quality of the 
graphics first, but the game play is fast and the Al is chal¬ 
lenging Even the com¬ 
puter opponent has the 
killer instinct and is 
just as likely to hit you 
with a multiple combo 
or a super move as 
would a pro player 
Prepare for the fight of 
your life with this 
month's combat review 


Incredible graphics. Incredible speed. Very cool practice and train- 
ing modes 



The analog control stick takes some getting used to in this game. 



A4ADDEM '97 



HUB 



Company.EA Sports 

Release Date.November 1996 

Memory Size....... 12 Megabits 


Madden maddness returns to the Super NES. 




Mr. Madden puts his name 
on the line one more time 
in EA Sports' annual foot¬ 
ball update. This year's 
edition includes all the 
regular stuff, including a 
five-player simultaneous 
play mode (with a multi¬ 
tap), seasons, play-offs and 
practice mode. Updated 
team rosters and locations have been added, but not much 
else distinguishes Madden 
'97 from Madden '96. Still, if 
you don't have a Madden 
from recent years, this is the 
best so far The graphics look 
good and the play choices, 
as always, are the best in the 
video game football busi¬ 
ness. Play control, especially 
passing, is easy and intuitive 

so you don't have to spend hours practicing Don't miss our 
sports review in this issue 


o 

o 


Excellent plays and good control 
Not much was added to this year's edition 



MADDEN "97 


Company.. 

Release Date 
Memory Size 


Black Pearl 
November 1996 
4 Megabits 


Madden gets small for Game Boy. 



Football is a big game. 

There are big players 
making big bucks on a 
big field inside a big sta¬ 
dium. When you try to 
pack all that bigness into 
a little Game Boy game, 
it's just not all going to fit. 

Madden '97 squeezes in 

the basics. You can play seasons or single games and most of 
the time you have pretty good control of the action The tried- 
and true Madden play selection screens are easy to use as are 
the passing windows Don't think that this is a substitute for the 
Super NES game, though The small Madden misses both the 
NFL and NFLPA licenses, and there is no two-player mode 


o 

d 


Good play selection. Good Super Game Boy enhanced graphics 
Poor music choice Difficult to see the football 
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MARVEL SUPER HEROES: 
WAR OF THE GEMS 


5 : 



KISS 



Company.......Capcom 

Release Date .......December 1996 

Memory Size.16 Megabits 


The fate of the universe is on the line and only 
Marvel's greatest heroes can save the day. 

You'd think that with Captain America, Wolverine, Iron Man, 
the Hulk and Spider-Man on your team, saving the world 
would be a breeze. 

Not so in Capcom's 
scrolling fighter for the 
Super NES The stages 
are set up with enough 
challenge to test most 
players, even if many 
of the actual fights 
tend to be tedious 
Expect an experience 

similar to Final Fight, but with several special moves for each 
character Those special moves can be the difference 
between finishing a stage and becoming a hero sandwich 
Capcom kindly included a Training Room where you can 

practice your moves 
before heading out to 
find the six hidden 
Infinity Gems You can 
use special items that 
replenish your power or 
that give you a Special 
Gem Move, as well. 
There's more to Marvel 
Super Heroes than immediately meets the eye If you want 
the full picture, turn to this month's review 

Special moves Password Challenge 








NBA Hang Time for the 
Super NES goes head-to- 
head with all the NBA Jam 
games of the past, not to 
mention College Slam, and 
comes out slamming. It 
may be more of the 
same -arcade b-ball with 
wild dunks and flaming 
shoes—but it's also the best of the lot. The larger players and 
spectacular moves are 
obvious improvements 
over previous jams and 
slams, although the digi¬ 
tized heads sit sideways 
on their shoulders, giving 
characters a weird, 

Egyptian hieroglyphic 
appearance. Extra roster 
choices add some wel¬ 
come variety and strategy 
to the game while the alley-oop plays rip. You might be sur¬ 
prised to learn that this most American of games was pro¬ 
grammed for Midway^ by 

SJi want to have some fun this 
fall can't afford to miss our Power review 


© 

O 


Fast, multi-player arcade action (If you don't have an N64 yet, this 
game will help ease the wait) Cool player creation option 

Characters don't look like their real counterparts In spite of 
improvements, it's essentially another Jam 


O Predictable Final Fight type strategies for trapping baddies 
can become tedious Movement seems slow until you obtain 
the Tima Gem 


NBA HANGTIME 


s : 





* 


Company..Midway 

Release Date....... November 1996 

Memory Size .......24 Megabits 


More hoops are here from EA Sports. 

NBA Live '95 was a huge step forward for basketball when 



Company.............EA Sports 

Release Date .......November 1996 

Memory Size...16 Megabits 


Improve your Hang Time on the Super NES. 


it debuted three years ago, but the following years have 
seen only small refinements on the same basic game NBA 



KEV 





1-PLAYER 

MDDE 


MULTI-PLAYER 

ALTERIMATING 


MULTI-PLAYER 

SIMULTANEOUS 


US 

IBOflD 

PASS¬ 

WORD 




siue 


BATTERY-BACKED 

MEMORY 





GAME SUPER GAME BOY 
LINK ENHANCED 


SUPER 
FX CHIP 


Q) mumo power 











































Live '97 offers new 
rosters, up-to-date 
teams and two new 
half court games for 
something of the NBA 
Jam experience You 

might say that it has __ 

everything that Live 
'96 had, plus a 
smidgin more In 

addition to the new jfel 

options, the standard 1 

season play, play offs L^jJi - ¥0 ^ 

and multi-player exhi- ?m ' imI1 11 K fl I 
bition modes make p** 

fib ISsT* 

this one of the most 

versatile games | 

around. The play con- 
trol and play- making 

in the NBA Live series has always been top notch, and that 
remains true this year For a full analysis, turn to this 
month's sports clinic. 

O Fivc player action with a multi-tap. 2-on-2 and 3-on-3 half court 
options 

o The game isn't much different from last year's version. 


Company •—.•..••...Black Pearl 

Release Date.December 1996 

Memory Size.12 Megabits 


More hot action on the ice from Black Pearl. 

If you don't have an N64 
(and Wayne Gretzky's 
"excellent" 3-D Hockey) 
the next best thing is 
probably this game 
from EA Sports and Black 
Pearl. The continuing 
series of NHL games 
_P OuJSiiT VfdVe many new 
features of which it 
can boast, but whit 
there is looks and plays 
very solidly. In 
addition to the updated 
rosters, this year's game 
has two special teams 
which are ccessible 
with a code, multiple 
lines with individual 


strategies and enhanced 
graphics. If you don't 
have a hockey game, 
you can't go wrong with 
this one. This month's 
sports report covers all 
the action on the ice. 


O Good play control and updated rosters and stats. Improved 
graphics. 

Essentially the same game as last year's edition No multi-player 
option beyond the two- player mode. 


Company..Black Pearl 

Release Date..December 1996 

Memory Size ....... I Megabit 


Taz bites, but you don't have to. 


evade capture by a couple 
baddies down under. 
This platform game 
from Black Pearl could¬ 
n't be much simpler in 
theme or in play. Taz 
jumps, walks and spins 
His voracious appetite 
is satisfied by various 
items you find along 
the way and the spin 


G'day, folks. Taz is back 
for more manic munch¬ 
ing on Game Boy. But if 
you put this shrimp on 
the barbie, make sure 
that you have some 
antacid nearby. In this 
comic adventure, the 
Warner Bros, hero must 
of crocs while dodging assorted 


move is used to whirl 
through obstacles and 
| enemies. Tnefe are hid- 
I den areas and some 
| tough jumps, but this 
game is really for a 
younger audience who 
| can stomach Taz's simple 
appetite. 


j A fun character who is aasy to use. 

9 Not much challenge. 
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JEOPARDY! , 
PLATINUM EDITION 




Company....—GameTek 

Release Date .......November 1996 

Memory Size.I Megabit 


Press your brain buttons with the latest 
JeopardyMhe Platinum Edition. 

GameTek returns to its bread-and-butter product this 

month, releasing two new 
versions of Jeopardy!, 
based on the long-running 
TV game show Jeopardy' 
The Platinum Edition con¬ 
tains tough answers to 
tough questions, presented 
in a format that mimics the 
quiz show. In this Game 
Boy version, one player can challenge a computer oppo¬ 
nent or two-players can compete simultaneously, trying to 
buzz in first. The game includes two rounds—Jeopardy and 
Double Jeopardy—and players accumulate video cash to 
determine the winner. 

Lots of fun if you like quizzes or tnvia. The game accepts close 
misspellings. 

Spelling out the questions can be tedious. 



JEOPARDY! i 
TEEN TOURNAMENT 



Company- 

Release Date 
Memory 


_GameTek 

_November 1996 

>•*•••! Megabit 


What did you learn in school today? Check 

your grade with 
Jeopardy! Teen 
Tournament, 

The last thing you need after a 
hard day slogging through 
classes is a quiz on your 
Game Boy, but Jeopardy! Teen 
Tournament turns out to be 
fun in spite of the nature of the beast. The categories tend to be 
better suited for a younger player than the categories in 



Jeopardy! Platinum 
Edition, but that doesn't 
mean the answers are 
easy to come by. Learn 
the drill in this month's 
review. 


GAHE 

THE B O* THE 
PEHMSYLVAH1R, 
THE SHORT LINE 
& THE RERDIHG 
ARE RRILRORDS 
1 H THIS GRtiE 

WHAT is: 



© Lots of questions and a two-player mode 
A really annoying rendition of Jeopardy! music 


, THE NHLPA & Nl^L PRESENT 
WAYNE GRETZKY'S 3D HOCKEY 






Company --Midway 

Release Date—November 1996 
Memory Size .—...64 Megabits 


Now you can be the 
great one when you 
step onto the ice 
with Wayne 
Gretzky and the 
N64. 

If you like hockey, if you 
like fast action, if you 
like incredible graphics, 
if you like a load of 
modes, if you like multi- 
T player games and if you 
f like fun. The NHLPA & 
NHL Present Wayne 
Gretzky's 3D Hockey is a 
T fVi ?V r ne you're going to 

I * I like; maybe you'll even 

fall in love with it. The 
first four-player game for the N64 is a brilliant, arctic blast 
of action Imagine NBA Hangtime with blades and a 
Zamboni. In the arcade 
mode, flaming slap 
shots ignite the net, 
turning the goal into a 
burning tribute to your 
prowess with the stick. 

You can play it straight, 
too, opting for a simu¬ 
lated short or full NHL 


LONG ISLAND 
< HARTFORD 








pass 



m 


1-PLAYER 

MODE 


MULTI PLAYER 
ALTERNATING 


MULTI-PLAYER 

SIMULTANEOUS 


PASS¬ 

WORD 


BATTERY-BACKED 

MEMORY 





GAME SUPER GAME BOY SUPER 
LINK ENHANCED FXCHIP 


NINJENOO POWER 










































season, or playoffs; and 
j there's an option to play 
with five players in a reg 
ulation-sized arena Of 
course, Wayne Gretzky 
j and all the other NHLPA 
| stars are here on their 
1 proper teams. In the 
arcade mode, teams are 
limited to three linemen 
and a goalie, and the 
rink is about two-thirds 
the size of most rinks. In 
this intense atmosphere, 
the scoring goes through 
the roof, tempers flare, 
fists fly and some incred¬ 
ible things happen like 
the goal being covered 


by bricks when your 
goalie stops repeated 
shots In either mode, 
you can save your 
own personal stats, 

NBA Jam style, on 
your N64 Controller 
Pak (Without a 
Controller Pak you'll 
get a password.) If the 

development team at Midway left anything out, it wasn't 
worth including This is a must play for every hockey fan 
or sports fan, and you can check it out here first in this 
month's Nintendo 64 review 

© A great hockey experience Four-player. Excellent graphics, sound, 
playability 

© No automatic save feature without a Controller Pak 




POUIER METER RATINGS 
G P C T 


EDITOR 

PICKS 


I OSH 
HBTIND 


GAME TYPE 


m 







m 

£ KILLER INSTINCT GOLD 
MADDEN *97 
-• MADDEN 

)) MARVEL SUPER HEROES 







NBA HANGTIME 


■ ,0 3.0 3.17 © 

Wm 3.0 MHH 
3.9 3.4 3.8 3.3 

3.5 3.0 3.8 2.8 


2.6 2.9 3Si 2,9.1 

3.4 3.6 3.0 3.3" 

3.4 3.6 3.5 3.1 




cr©** ★ 


V 



, NBA LIVE ‘97 
^ NHL *97 


3.0 3.2 3.2 2.8 £•'© 


3.1 3.1 3.4 3.0 


K-A QUIZflai 
K-A quizHHH 
T FIGHTING 
K-A FOOTBALL 
I K-A 1 FOOTBALL 
K-A ACTION 
K-A BASKETBALL 
K-A BASKETBALL 



ULTIMATE MORTAL KOMBAT 3 
TAZ-MANIA l 
O WAYNE GRETZKY’S HOCKEY 



3.8 3.3 3.8 2.8 
4.2 3.9 3.7 3.5 



K-A HOCKEY 


FIGHTING 


K-A ACTION 




4.2 3.9 3.7 3.5 #©***★ K-A HOCKEY 


P 0 UJ E R 
METER 


SYSTEM 

KEY 


II 

li 


The Power Meter ratings are derived from evaluations on ble for a category. The categories are. G=Graphics & 
a five point scale with five being the highest score possi- Sound, P=Play Control, C=Challenge, T-Theme & Fun 



—N64 


* * A 


9 


-SUPER NES 




-GAME BOY 


PRO PLAYERS 


If you like the same types of games as our 
pro players, then check for his or her seal of approval on the chart. 

© Scott ★ Henry 

Sports, Simulations, Adventures Fighting, Action, Sports 
★ Leslie % Dan 

RPGs, Puzzles, Adventures Action, Adventures, Puzzles 
•& Paul ☆ Terry 

Fighting, Sports, Simulations RPGs, Simulations, Sports 


IDSfl Ratings 


These Independant Digital Software Assoc, ratings 
reflect appropriate ages for players. The cate¬ 
gories include EC=Early Childhood, K-A=Kids to 
Adults, T-Teen (13+), M=Mature (17+), A=Adult 
(18+), NR=No Rating To contact the IDS A regarding 
the rating system, call 1-800-771-3772. 
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Miyamoto con 


m . ario Kart 64 for the 
/yj Nintendo 64 is revving its 
* * " engines in preparation for 

_l < "* 

release early in 1997. For 
the past several months, Shigeru 
Miyamoto and the development team at 
Nintendo's EAD development group have 
been fine-tuning Kart, and now the hood 
is down and they're ready to race As an' 
one who has played Super Mario Kart can 
attest, the magic of the "Kart" games isn't 
just in the racing, it's more in the sense of 
wild fun, tossing Koopa shells at oppo- 
nents or dropping banana peels on the track In the new Kart, 
there are eight character's, including-Wario, Donkey Kong, Luigi, 
Peach, Yoshi, Bowser and Toad (not to mention Mario) with 

whom you must contend. And if you're 
not alone, it's even more fun. Making 
use of the extra controller ports on 
the N64, Mario Kart 64 is ready to 
pit two, three or four-players in 
simultaneous VS Mode or Battle 
Mode competition This is 
,.r> Mushroom Kingdom 
madness at its best 
the more drivers, the 
wilder the action 
The races take 
place on 16 
Grand Prix cours¬ 


es in four cup tournaments includ¬ 
ing tracks in Chocolate Mountain, 
(he Haunted Mansion and Bowser's 
Castle You'll find banked turns, 
jumps, and obstacles such as a 
steam engine that crosses the road 
Besides the multiple player options 
and multiple courses, players will 


it out for bragging 
rightsTfi tour Battle Mode 
courses, Winch Mr 


his favorites. As you 
can see from our 
library of screen shots 
(the first to be autho¬ 
rized for publication or 
the completed Japa¬ 
nese version of the 
game) the courses are 
far more varied than in 


the Super NES game. Each different race track sur¬ 
face affects how you steer and control your 
kart The sensitive touch of the analog 
Control Stick gives you amazing con¬ 
trol so that you can use special tech- v 
mques such as "spin" or "drift" In the 
Time Trial mode, you'll find a ghost 
function that lets you race against a 
semi-transparent image of your kart saved 
from a previous race. By following your 
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ghost, you can i 

learn how to Jj ftiS I 

shave off *' I 

precious seconds Super y ' 

Mario Kart was one of th< l 

best-selling Super NES games 

of all time—Mario Kart 64 is guaranteed to be even et 
ter Mode 7 was great for its day, but complete, texture- 
mapped 3-D courses bring home the experience in a way 
that you have to play to believe Don't miss the January 
issue of Power for an exclusive, North American test 
drive of Mario Kart 64 
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from EA Sport ing in FIF \ 64 are four-pla> ar action, eight cairmra 
*t installment of and as many as six .’IP (Picture In Picture) vi* 

looked jo radar for location, .ary switching and unlimilvdal 

In previous sports game., pissing and 
limited by cross pad controllers. Not so wiUkJl 
"This controller is second to none," says 
for much more accurate shot-makin n 
moves include th following: lob, 
lob, rainbow kick, clearing pass i •<< rr. 
tackle, st nding tackle and h*j a 
loaded. The motion capture aniqud 
soccer pros and the sound 
crowds cheering, booing anjuHP 
follows in the sim footstefl^Hfth 
Don't expect flaming ’ 
shots and burning | 
goal nets. Do expect t 
intense, fast, > -dfcfj 
realistic play 

March when tfflp * ^ 


Pak Watch, but s 

— w good that 
thought you'd like to see 

them. Development of the —-. 

game took place at 
Electronic Arts Canada In 
Burnaby, British Columbia, 
just up Interstate 5 from m r 
Nintendo. The international 
flavor of the game really 
becomes apparent when you 
consider that FIFA contains 
about 140 teams in 10 leagues, int 
American cities. Product Manager Mark 
that the %64 fru o ^ I • 11 _x, ■ .al c> wiuj 
Some of tiw phenomena that he and his te 


end, slide 

m Talk about 
Kvas taken from 
^digitally sampled 
ng. FIFA definitely 
r EA Sports titles. 


North 
id says 
system, 
’dud- 


Put. usher — EA Sports 
Developer — EA Canada 
Memory Size - 64 Megabits 
Game save — Controller Pak 
Number of TEAMS-Approx. 140 



























■ t last, the classic arcade road racing game is 
fueled up and ready to roll. Although devd- 
- opment on Cruis'n USA took a couple of 
extra months, the wait will be worth it for Cruis'n fans who 
expect (and will get) real arcade experience. The racing begins 

on the West Coast, dips down 
through the canyon lands » 
:c.: rn Arizona, up to the MidW' 1 

#!8(|L through Chicago and Iowa, mS 

then over the Appalachians *» 

, D.C, Along the way* yo< > 
I® •« ream through forests, cities. 


Publisher — Nintendo 
Developer —Midway 
Memory Size - 64 Megabits 
Game Save — Controller Pak 
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Ever since the Nintendo 64 went on sale this September, it 
has been heralded as the greatest video game system ever. 
Nintendo of America agrees? Although the original alloca¬ 
tion for North America was to provide a mere 500,000 units 
by Christmas, increased production in Japan will allow that 
number to more titan double. In fact, Nintendo of America 
now intends to ship 1.2 million N64s by the holidays. If you 
think that sounds like a lob it doesn't even keep up with retail 
orders, which are closer to the two million mark. Even with 
this extra supply of N64s headed to our shores, it still may be 
hard to find one since many stores have presold their entire 
orders. Whatever you do, don't despair. Another million 
units is heading our way in the new year. It seems as if the 
system is changing faster than anyone could have guessed. 


SHOSliNKAI 

on urn 

About the time you read this article, Nintendo's biggest trade 
show of the year in Japan will be taking place. The annual 
Shoshinkai show for Nintendo's distributors and third-party 
publishers in Japan takes place just before the Thanksgiving 
weekend at Makuhari just outside Tokyo. You'll be able to get 
the latest scoop on Japanese development for the Nintendo 64 
by logging onto your computer and heading to WWW.NIN- 




LODI RUNNER 


This classic action-puzzle game has an all new look for 
the Nintendo 64. Big Bang Entertainment, currently 
developing Lode Runner 64 for Banpresto, grabbed a few 
frames for us off of a PC demo to illustrate how they are 
creating the 3-D mazes. In these views, you can see that 
the maze consists of walkways and ladders along which 
you'll find obstacles, puzzles and enemies. Players will 
navigate the 3-D maze, avoiding or defeating the traps in 
order to reach the goal. The development team plans to 
include smart cameras that move your view to the best 
strategic or most dramatic vantage point in every loca¬ 
tion. Admittedly, this is still pretty early in the develop¬ 
ment cycle. The game won't be released until the second 
half of 1997, but Big Bang may just be leading the way 
toward a new genre 
of 3-D games for the 
N64 that combines 
character action with 
strategic puzzles. 


THE KIN m 


FIGHTER.' 


Is Game Boy the next platform taken over by tourna¬ 
ment fighting games? Nintendo and Takara seem to 
think so. Following on the heels of Battle Arena 
Toshinden for Game Boy comes King of Fighters. 
Nintendo plans to release this pint-sized puncher 
in February of 1997. K.O.F. is a definite step up from 
the uneven action and hilariously bad screen text 
of Toshinden. You actually have control of your 
fighters and moves in this game and the speed is com¬ 
parable to Super 
NES fighters. 

You also get lots 
of variety with 
one and two-play¬ 
er modes. In 
the Team Match 
Mode, you'll 
choose three 
fighters who fight 
against an enemy team controlled by the CPU or an 
opponent, in all, K.O.F. has 15 fighters, plus bosses, 
each equipped with several special moves. This one is 
small but mighty. 


CHANGSNG THE 

SYSTEM 


ON THE WAY 


T-HQ reports tbat several more games based on Disney prop¬ 
erties are forthcoming for the Super NES and Game Boy in 
1997. Starting things off in March/ The Hunchback of Notre 
Dame movie is the inspiration for a five-in-one Game Boy Pak 
shown here. The five games include a block-busting game> a 
bowling game, a balloon 
floating game, a moving tile 
puzzle and a platform type 
side-scroller. According to 
T*H*Q, each of the games is 
fairly simple and suited to 
young players. The other 
Disney games in develop¬ 
ment include Timon & 

Rumba, based on the sidekick 
characters from The Lion 
King and Hercules, based on 
the upcoming Disney movie. 

Timon & Rumba will be 
developed for the Super NES 
while Hercules will be a 
Game Boy title. 


MORE DISNEY 
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TENDO.COM or Nintendo Power Source on America 
Online. NOA Scott and NOA Dan will be on hand at the 
show, taking pictures and testing the games for the N64, 
Super Famicom and Came Boy. Net surfers will find news 
on hot titles such as Star Fox 64 from Nintendo and Seta's 
racing game. Rev Limit. Excitement over more news on the 
64DD disk drive for the N64 is building. 


SHINE ON 
HARVEST MOON 




Natsumc's success with a Japanese Super Famicom game 
called The Meadow Story in which players operate a farm and 
raise a family has been so great that it is going to be released 
here in North America. Thanks to Power editor Terry 
Munson, the game will be called Harvest Moon in North 
America. Yes, your Power staff even names games from other 

companies. Talk about 
power! Anyhow, this 
unique RPG takes place 
over a two and half year 
game period in which you 
must make your farm a 
success while wooing a 
local lass, marrying her 
and raising a child. In 
addition to the kid, you also get to raise crops, cows and your 
total amount of Happiness Points. Therein lies the goal, for 
players try to obtain ever 
higher Happiness levels in 
order to get better game 
endings. Harvest Moon is 
scheduled to be translated 
and out the door for its 
North American release 
by this February. Although 
it sounds a bit strange, 

Japanese gamers have been heading down to the farm in 
impressive numbers over the past few months. 


NBA HAN TIME 64 



We just got the final 
N64 NBA Hangtime 
from Midway and could¬ 
n't resist showing off the 
excellent graphics. In 
fact, the only thing that 
matches the graphics is 
the game play, which is 
virtually identical to the 
arcade game. It looks 
like this pak should 
arrive in the stores just 
prior to Christmas. It's 
definitely worth a trip 
through the snow. 
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WIN THE ULTIMATE 
ACTION PACKAGE! 



•A Kawasaki 750 
ZXi JET SKI® water¬ 
craft, complete with 
trailer! . ~- 



f *Plus a matching 
Kawasaki life vest 
and Kawasaki 
neoprene shorts 4 
and gloves. j \ 


- 




• Wave Race 64 
for the N64! It'll 
quench your thirst 
for excitement! 
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GE/JTTROM 
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P.O.BOX 97062 
REOMONO, WA 98073-9762 
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Nintendo Power takes . ... . 

you ta a galoxy for, far A|| e 
awoy far the biggest | ^ [ ] j [ \ 
adventure ever an the . \ 

Nintendo 64, With /' | ! 

detailed maps ond secret, v ~ 1 v v * y _ , . r f 

rebel strategies ot yaur ' jj|L ; —— 

command, you'll be blasting Imperial Wolkers and infiltrating 
the hidden strongholds af the Black Sun crime empire in na time. 
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Ah, th* holidays are here. New Year's, 

VAh friends, parties, fun. What could be 
jffCwwJtter? Only one thing: the annual 

JuN^YJ Nintendo Power super bonus Issue ,_^ g _ s ^ 

for subscribers only! Tear into the U f \ V LJ | NI \/ A | 

biggest issue of the year with its feast « I 1 Vj|A 1 I I si l\ f \ 

of special, insider articles, the best pro "jgfjjiSP* |“| f\ n rp 
tips ever, collectible gifts and a gigantic sweeps •'^Ty r M ( ) I 


stakes with more than 50,000 Instant winners! 


CRUIS'N SA 


0 


Cruis'n USA has arrived for the N64 
and Nintendo Power is gearing up to 
bring you the ultimate rally report. 
From the green light to the checkered 
| / . 1 Sff; flag, from California to the White 

from driving strategies to 
secret c ars, i-VOis'-j Nintendo Power cover it all. 


Only Nintendo Power 
can bring you the inside 
story from Nintendo's 
biggest trade show of the 
year in Japan. Your rov¬ 
ing reporters will have the latest N64 news from 
Mr. Miyamoto and the design teams at Nintendo 
Co. Ltd. We'll also scope out all the games from 
third party developers in Japan, plus bring you 
the latest on Came Boy and Super NES develop¬ 
ment in the land of the rising sun. 
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Robotech Ciyvtal Dr-oma 
SHr Fm 64 
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271 

271 
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Star Wars. Sha-tawa ol the Emmie 

Super Mnri^M 

Tdr^phifr 

T:>p Gear Rally 

Tnn>Jc DiTH>»aur Hnntar 

War Gads 

Wave Race 64 

Wayne Gw dey'a a-D Hivioy 
W air'r-r Project I 
Yr«hl a Island 64 
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m 
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IM 

l«5 
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FIFASucier *97 

Frank TJwniaa hi* Hnrt Aaseball 

G»Uga/Gal*xnn 

HimdH 

Hnnch'vxkcf N**Tr Dime 
Junflc Strike 
Jurawic P*ik ? 

t ~x> Man X-O Mntowai In Hwn'v Metal 


22- IHria Blaal 

230 U4ria2 

231 Thnrel k F>* mha 

232 Gius (he Fox 

233 Tay Story 

Uriian Srnke 
VccaaStakaa 
W«ri« 
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Q» NINTENDO POWER 






BACK ISSUES 


The-H* Nintendo Power issues are available individually Add 
them to your collection 1 They contain these exciting features: 


Volume 72 (May'95) KiillSsDiL.mil incl'2 fi IK I nsjiisiicc 
li iglK l.lslv lln Hintslimes W.nluck, Ikiikv Pigs 
Hjiiiiil'cI Mnlid.ii Full Fnrv Spi i i.il PC -\ 1 nmpran lour 
(C.B) Moi I il Koiiili.il 111 SneakHi’etkw X B.nidMixkin 

Vinli luluPoturOil lull 


Volume 73 (Jun ’95) Wr.ipniiKird Lanlilknmd Sun Tick 
lKcpS|i icl Xml Dm h.isKX Sujxi Timir.m 2 PnluMoiik 
Miin jimgli Sii ikj Risi iif ilie Pliotmx Supu NLS killu 
lilsimci Snitik Phaii w \ n dull Bov I ik Fitness Nii4ri*walr<j 


Volume 74 (JuI ’95) Donkey knngl .mil Jiidgi Dmlil 
Niislu.mi jungle Sink \iimi.iui.iis(C.H) Powti Insiiiirt, 
M\ A 1 K.iisP owii R mgt is 1 lit Mi»u V\m li I kmis 2Jet, 
EIRiomt ACM Prugi.i mining SpnitsSci ik RPGsiii Japan 


Volume 75 (Aug ’95) V li in.il Bi»\ Siltci.i Mai m s (ui ins 
Gal i< n< Pm lull 1 1 li ruboxci M.ii m< l.isli Siiixi M ii in VVoi III 
2-Rosins Isl mil SniuFiglitu ll(GB). Ph.unain 21)411 Ninja 
C. mil ii Tiling! Judge 111 till I Art icli ( lassies Eji iIiwiii inJnn 
(GR) C ImiiuiTi iguii Stuiltil tin St.ns Di^ipcii Gdme 
Pingmiii ii imp; Chilli gc 


Volume 76 (Sep ’95) klllir lllMlllit Ddoni Red AI.mii VB 
Gull <-isil»i uii.i l)i iciil.iX I'lieMask Di igon lln Bunt 
Ln Siurv Gul.igu/Gul.ixi.in, Dcwkiv Kung Knul 2. I In 
Sviicliidle CIiioikj lngger Rum uiciul incThiec Kingdoms 
l\ II Lull nln K M Aiak iw.i prol lit 

Volume 77 (Oct '95)*Simu M mo Win Id 2 Y nil is !sl mil 
B.nni.m Ltiic m i Pi him R.igi A \AHH~ Ri il Mutisms Mega 
Mm 7 \mic.il Foice P.imi Bam lx i Al.nhliii ((.li) 

< i\ i li/-»(it»n. Secret ol Evil uunc Snpci M iiinRPC |iieview 
SfKii is So ne 

Volume 76 (Nov '95) Mm i.il knnib.il i Spnlei m.iii .mil 
\c in»ni Si |i ii n inn \nxiui Big Skv Tmnpir fknM»u mail 
Zo>i|> U.nu ivi»i Id (\ B). Vn i ii.n I i i gut Bisib.ill Killu 
Insiiiiil (GR) Sulk i RillulKll ihijedl Dt lillllu Jnutt 
Wi/.n <1 sRi.ilm Si tu ini l.i ennoie NFS Anttiienun 
Celebi aik in. Spurts Sii m 

Volume 79 (Dec '951 Dauktv KniigC mliinv 2 Didik sKong 
Oik si V\ mu 1 anil (\ B), WaicrwarW S|llulsSi i m MWF 
Wrest ItMima. Hie \it iileG.niii \ig is Slakes (C.B) Mmlal 
Kumh.it 3(GB) Mitliw.m inrT0X1 V\ Imii Sti iki Slinsli mK'ii 
Pm in* Sec i et nFL\muon PTO II 


Volume BO (Jan. ‘96) 1 m ill win injim 5*. Shu sli i nksii hade 
Slum Spun iT Rrmlnimii \ Dixinmaiipu s Mm.nil 
Chronicles Bn i ill id Fin 11 Sun till ncinmre Scuobv Doo 
PGUoim Oh Fin 1 1 Fighi I Jack Bras (VB> TuuslM.nl Til e 
Guaw.iv Funk IhumjsBigH im tBaseball (GB) 

Volume 81 (Feb ’96) Kiliei Inslititi 2" L\fliisn e \it ide 
Ctn i ugi Vltg i M.m \' Mi < Ii V\ 111 ioi TOO To\ Sun i 
Sxidic.m Ni*sin sFiinkv Bunling Dntiktv KongC iiimti i 2 
PrthiKUirikM.nl Aidv 1 iglnlom Sink hi Swiiii SptinsSccin 
Hieaili ofFnell Di IgonQnisi \ I 

Volume 82 (Mar ’96) Snpei Mai ill RPG ( ollegi Slam I-D 
Terns (\ B) I i inm I It .1 CiHill 11 >j l lsl ind Siiixi M.ii hi K.ir) 
\HI %(GB) 1 he Sin in fs(C.B) Digiptn Fiji mi KinC.iilliv 
On tint Yushis Island Tilesol Phant.isia,NiniruduPower 
\nai iIsNdhi tines 


Volume 83 (Apr ‘96) Shadow*n 1 the Empire Puwci Pigs, k I 
2 \nirii Spici il Snimfs Ku h\ sBlnikBili F<mEnvoi nijiiii 2 
Cixlis Super M n in RP(. Tactn sOgrt Pncdioui is,(allege 
Slam The I egiiiil olZilda A Linklolilt R|sl 


Volume 84 (May ’96) ktnGi ifft\Ji s WinningRini Mohawk 
JkHt idphimi |.n k ii ii if mt 1 Lobn OUnipu Sum intr Games 
(C.B) Siiixi M.mn til Si.u s. 1 lit VI ikmgof Mission 
Iiii jinssili It \P Aim nl \\ mm ix. Blond rd tilt C Iw/o College 
SlamCtidi s C % hi ijcx'Lk,Sh|x-i M.moRPG I ul ull Kiseohlie 

Si111sii.iIs pm <mi 

Volume 85 (Jun *96) II PigeNblexdiisni g.uui preview 
OKiiipn Si iiiniii i Gums, kt ii Gnl fei )i sHiiiiiing Rim ti jd 
mg strategies MohaivkX. Hendplioili J.iikpan mu TuvSioiv 
(G il)Di igunlii.iii Sivoidnl lli)|x ll IiiImII R:.xeo! die 
Snusl i lispnl ixo 

Volume 86 (Jul ’96) hlRi|Xiit Pilot W mgs Ii 4 Muiial 
Kumb.n lnlugi B \SSM isiiisCl.issit Pro Ltlmnii Snpei 
M.ii mRPC. C If.ilh ngi* Bt.lltin Bnssjwi (line lion M m/’X O 
Maniiw.ii Iii Hi.ii I kin il Bi nines Kirbv Sujxi Si.n Ti li is 
Alt.ilk W.ilu WoiliI Diagfm Iloppei tveol theBi Imldei Star 
Ocean,Sivoi 1 1 of HopeII purl iivix 


Volume 87 (Aug ’96) letris Attack,Osrn Kii Iw SiijurSlar 

E i 11 mu M n inli I FIFAStici cr 47 Urban -Sti ike V\ n ne 
.« tyki s LDNuckev Brai lin lkiss,i in imi (i mu Bin Pixrkti 
Pfinii RiiigersZF.OB.mli R icus /imR ims Dnnlu \ kung 
Kind A M.ii i el Siiixi Heiois. Wji ol ilieGt-iiis Mult Mima. 
Fli t Fin lilt ii i NLSLpits. 


Volume 88 (Sep '96)* Supei Murio&l PilnlW iiffsCd. Ri aim. 
Kubi Sii pi i Si n nan two Dimktv knng1und2 13idd\ skiing: 

g uest Pmuciliio N<i4 Km mil ( iinsn US \ l pdaii think 
iidsanr 1 Iiimti Dniiki\ Kangroimm I Di\it Kangs 
Doubli Trouble, Pi in ceol Pei si a 2 M.nn Vtillal il,SuiiGlt\, War 
SOU h Flu Ki nilntlolL 


Volume 89 (Oct '96) l In in.in’ Mintal Konihat I Sli.idtiwsol 
tin hnpni mm it Dunkiv KnneC imiiii v • Dixie kungs 
Duubk Fmiible Sum Figlmr Alpha Ms P.uM.ni I Imii lean 
\iIi tn 11 ii i Siijxi Marni RP(«, Iiiiiimiw wiili Strgti n 
Mi\ iilium li n is All i< k(GB) B.utk /mu /Snpei Breakoui 

Volume 90 (Nov '96) Doilkt'i k>llg(iiimti \ ‘» DlMt's 
D»»ilik hmihh \\ m R i<i 04 BlastCxnps Nli idowsnl the 
Fniniiecuiuu Star Wais.Supti Matiuli4 Smi C iii 2000 Maui 
Mill,ml KlC^ndGanit. Aii,idesGifulej>i Hits Toshn dcii(C.B), 

I nln II 

Use the Back Issue/Tip Book Order Form in this issue to 
order past Nintendo Power issues and books, or call our 
Consumer Service department at 1-800-255-3700 to order 
by phone with Visa or MasterCard 



$25 


A 






gives YOU a perma¬ 
nent replacement unit 
in exchange for your 
broken one NOW. 

You’ll be back in the 

T 

game with no wait Q 
and little expense!! 


Available in the 
U.S.A. anly. Please 
call far Canadian 
service information. 


CALL FORHHE NEAREST REPAIR CENTER 

1 - 800 - 255=3700 

While Nintendo may suggest repair pricing, service pravldors ore free to set their own pricing 
'1996 Nintendo of America Inc. SM Is o trademark of Nintendo of America Inc 
























Our goaf is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo am only interested fa preserving classic magazines 

that are at leasts years out of print 

We have no desire or Intention to profit from these fa any way. 

So please. If you come acmes people trying to aeti these releases, don't support them! 


Thank You and ENJOY! 



